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@ EDITORIAL 


KABOOM! 


If you've received this issue some 
time in early September, you're 
probably wondering where the hell 
your summer went, At the time of 
this writing, it's still early Aug 

and we're stuck in this frustre 

void. You see, we're clos! 

issue right before Nintend: 


Sega launches the 


Dolphin 
Dreamcast network, and Sony 
announces their launch lineup. Yet 
all this will likely already have 
happened in the time it takes to 
get this issue from our desktops 
and into your hands 
Despite the fact that most of the 
major players are still holding their 
mw Uitimate a ’ Pr cards close to the chest — Sony 


Fighting continues to keep quiet on its 
Championship 


) ¥, ' launch lineup — we've had plenty 
' ri ’ to keep us busy. First, we've blown 
» : the lid off of Square's PlayStation 2 


ie ” = brawler the Bouncer and revealed 
eight more PlayStation 2 titles we 
know you've been waiting to read 
about, And while Sony, Nintendo, 
and Se fidin’'t have much to say 
this month, Microsof (box chief 
did, Senior VP Robbie Bach talked 
tou out all thir Xbox starting 
on pa 90. We've » tried 
debunking some of the broadband 
hype, starting on page 78 

And what is summer without a 

road trip? We went to Vi 
the Classic Gaming Expo, and we've 


been playing Atari 2600's Kaboom! 


sly since, Next month, 
Nintendo and Sony become the 


Finals + mad bombe and we'll be watch 
| ing closely to see if Project Dolphin 
Know the score on the latest releases We really want to stay, but it Pye orem rien ee 
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Ecco the Dolphin: Defender of the Future Gallery, sso ica. 0 cteseiatie eee hope you will be too 

World Series Baseball 2K] ........... 00.00. e cece cece eee 110 | The art of videogames 
Tenchu 2: Birth of the Stealth Assassins Vetters gertsg stones cheers 
RalaSIUSIEVG popes a craic: <. suciacs sietete.s gis. sisivig sisieiegsateress aroiare Sareea We love you guys 
NFL GameDay 2001 . “M7 | Retroview ................ ow 
ICQ WING Aer oe scars caueaca ays « Siatasy svscdcs wiecsietaveneigie aiken eRe A look back, Next Gen style 


Tom Russo 
INVANIGRESIB ACCC fo. ice eas sets Suny shew toe ae « Backpage? 20)... cine 


www.next-generation.com 10/00 NextGen 03 


= Sup 
As 
Ve 


STILL BLOCKY AFTER ALL THESE YEARS 


It wasn’t large, but 29-30 in Las Vegas, and for a 
you couldn’t beat the — solid 48 hours over 200 atten- 
crowd for enthusi- dees immersed themselves in 


asm. The Classic Gaming Expo _ the games of yore. Vendors 
2000 was held this past July from all over the United 
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States were there hawking 
their classic gaming wares, 
and a trip through the main 
ballroom was like a literal 
walk down memory lane. The 


Old Ataris never die 
— they just head out 
to Vegas 


tables were jammed with 
Atari 2600, 5200, and 7800 
cartridges, as well as 
Colecovision, Intellivision, and 
two dozen classic arcade 


cabinets — including several 
laserdisc-based titles such as 
Dragon’s Lair, which seemed 
all the rage this year. 

Yet the Expo was a bit like 


an onion, in that the surface 
hid many layers underneath. 
Peeling them back revealed a 
chance to rub shoulders with 
such legendary Atari-age 
designers as Howard 
Warshaw (Yar’s Revenge), 
John Harris (Atari Frogger, 
Jawbreaker), David Crane 
(Pitfall!, Decathlon), and on 
the second day, the Father of 


Videogames himself, Ralph 
Baer, whe invented the 
original “Brown Box,” a Pong 
and light gun combination 
that launched the industry. 
Twin Galaxies also ran a high 
score contest for the entire 
Expo, while Pac-Man 
champion Billy Mitchell (see 
NG 09/99) offered $5,000 to 
anyone who could beat the 


HAD RE ESRD 


fi 


still-standing 1985 Joust record 
of 1,537,050 — no one did. 

For collectors, there were 
numerous rare items for sale, 
including newly discovered, 
never-released games (yes, 
there are still more of these 
uncovered every year). Sword 
Fight and Sea Battle surfaced 
(no pun intended) for Atari 
2600, while Steamroller, 


Power Lords, and Lord of the 
Dungeon finally saw the light 
of day for Intellivision. In 
addition, to celebrate the 
upcoming publication of her 
book, Supercade: A Visual 
History of the Videogame 
Age, author Van Burnham 
showed off Escape From 
Supercade, a brand new Atari 
2600 title co-designed by 


Ralph Baer’s prototype 
“Brown Box” 

“Brown Box” interior — 
you know, it still works 
Twin Galaxies’ Walter 
Day meets Billy Mitchell 
Over a dozen vendors 
hawked the classics 
Our own Blake Fischer 
gets beaten by Singe 
Tons of early games 
were available for play 
A number of arcade 
units were also for sale 


Burnham and Ebivision’s Eric 
Bacher and Igor Barzilai. 

And, as was the case last 
year, the show also boasted 
the Museum of Classic Games, 
offering a chance to gawk at 
incredibly rare hardware and 
accessories. These included 
the Adventurevision and Atari 
Game Brain, as well as oddi- 
ties like a pair of mock-ups 
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for “His and Hers” Atari 
Lynxes (one with a blue plas- 
tic chassis, the other in pink 
— and yes, they’re just as 
tacky as they sound) and, of 
course Ralph Baer’s legendary 
“Brown Box” prototype, 
which, incredibly, still works, 
However, the buzz under 
all the beeps was that there 
may not be an Expo next year, 
and that perhaps a show 
every two years may be more 
practical. While attendance 
was actually up from the year 
before, fewer vendors were 
on the floor, and Las Vegas, 
while an inexpensive venue, is 
not as ideally located as a 
niche attraction like this 
requires. But the day before 
we went to press, show 
organizer John Hardie called 
to tell us the show would go 
on, and he intends to bring 
back the classics in 2001. 
Whenever and wherever the 
next Expo occurs, you can 
count on Next Generation to 
be there. — Jeff Lundrigan 


HIGH-SCORE HEROES 


Ever wonder who’s the best at Pac-Man and Dig-Dug? You're 
looking at them. Billy Mitchell (left) holds world record in 
Donkey Kong, Burger Time, Centipede, Ms. Pac-Man, and 
Donkey Kong ind, remarkably, made the perfect score in Pac- 
Man. Dwayne Richard (right) also holds a number of high-score 
records, including the world record in Dig-Dug and Tutankham. 
Mitchell does play the occasional new game but finds them 
“more games of adventure,” while the classics are “games of 
skill.” A small group of hardcore classic arcade players meet 
several times a year to compete, with the scores kept in Twin 
Galaxies’ Video Game and Pinball Book of World Records. 


MEET THE INTELLICAR 


You can always count on the Expo for a number of surprise 
products. This year, Chad Schell, a graduate student in Electrical 
Engineering and Applied Ocean Science at UCSD and the Scripps 
Institute of Oceanography, revealed his Intellicart. The Intellicart 
is essentially an EPROM emulator — an Intellivision cartridge that 
connects to your computer’s serial port and enables you to 
download ROM images, then play them on an actual Intellivison. 
The cart works with Intellivision |, Il, and III and is available with 


@ THERE’S NO PIRATES LIKE NO PIRATES 


Sega Keelhauls 
Dreamcast Pirates 


Software swindlers have cracked Dreamcast, but Sega’s sinking them fast 


The IDSA estimates 

that software piracy 
cost American software 
companies $3.2 billion in 
1998 — compare this to 
total U.S. entertainment 
software sales of $5.5 billion 
during the same period, and 
you'll understand the 
significance of this number. 
Thus it’s no surprise that 


Sega was miffed when pirates 
finally cracked Dreamcast, 
even managing to squeeze 
games onto regular, lower- 
capacity CD-ROMs by 
chopping out theoretically 
non-critical content, such as 
music and dialogue. 

What is impressive is the 
vehemence with which Sega 
is attacking the pirates. As of 


“Pirates are parasites that 
hurt this community and will 
not be tolerated by Sega.” 


— Sega of America President Peter Moore 
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July 20, Sega’s actions had 
shut down over 60 Web sites 
that were offering illegal 
copies of Dreamcast games 
and boot disks for sale. 
Additionally, the company is 
working closely with auction 
sites at Yahoo!, Lycos, Excite, 
eBay, and Amazon.com to 
keep illegal games off of the 
auction block. Over 125 
auctions have been cancelled 
due to these efforts, and 
according to Sega of 
America’s president and 
COO, Peter Moore, the 
company’s anti-piracy efforts 


PC and Mac interfaces. This product is perfect for Intellivision 
junkies with a wide (and legal) collection of Intellivision ROMs or 
anyone interested in developing new Intellivision games — it’s 
even compatible with the Intellivision Lives CD. But at $100 (cost 
of goods is not cheap, and Schell is only making a minimal 
profit), you need to be a hardcore Intellivison fan. For more info 
and to place orders, go to www.schells.com. 


will only increase. 

“Sega supports a creative 
community of talented 
artists,” Moore explains. 
“Pirates are parasites that 
hurt this community and will 
not be tolerated by Sega. This 
is just the first step in an even 
bigger action the company 
will undertake to stop this 
problem. We will continue to 
take aggressive steps to 
protect our business, 
consumers, and the creative 
talent we have at Sega.” 

While it’s a safe bet that 
your local EB or Best Buy is 


pushing legitimate goods, 
pirated games are still quite 
pervasive. Legitimate 
Dreamcast products are 
always silver underneath, 
and should contain three 
tracks, the middle of which 
will contain the words 
“copyright Sega 
Entertainment Ltd.” 

Consumers wishing to 
report suspected piracy are 
encouraged by Sega and 
Next Gen to email any 
relevant information to 
stoppiracy@sega.com. 

— Eric Bratcher 


@ BITS FROM THE EDGE 


> It was a sweltering 
summer for much of 
the country, but that 
didn’t make for sweltering 
sales at game retailers. 
“The industry is in transition” 
was the most commonly 
used industry phrase recently 
as companies announced 
first-quarter losses and spec- 
ulated mergers fell through. 


Eidos is still flying solo. 
Despite the countless 
confirmations from every 
source everywhere, 
Infogrames has not bought 


Eidos. In fact, as of press 
time, News Bytes learned 
that the two companies 
could not agree on a price 
and French giant Infogrames 
has packed up its baguettes 
and gone home. Where 
Eidos — which is still on the 
selling block — will go to 
now for the cash infusion it 
so desperately needs is 
anyone’s guess. 


Tony Hawk is a god, but 
he’s not a miracle worker. 
While the Uber-skater can 
pull off a 900, he can’t pull 
Activision out of its losing 
streak. The big “A’ issued its 
first-quarter losses, saying 
that sales of Tony Hawk’s Pro 
Skater kept them from being 
as bad as they expected — 
but it’s still not a profit. The 


company lost $5.2 million in its 
first fiscal quarter. 


Sega doesn’t wanna get 
sued. Who does, really? But to 
avoid lawsuits (or perhaps out 
of good corporate citizenship), 
Sega is issuing a warning with Jet 
Grind Radio, its new “skate and 
spray-paint” action game that 
informs kids that “graffiti as an 
act of vandalism is a crime.” The 
disclaimer further cautions that 
“violation of [vandalism] laws 
can result in a fine, probation, 
or a jail sentence.” We like this 
approach, so let us issue a 
warning of our own. Do not try 
calling French game developers 
“cheese-eating surrender 
monkeys” at home, kids. We 
are trained professionals. 


Zelda.com isn’t just for 
sapphic love anymore. Once 
upon a time, when kids around 
the world sought information 
about their favorite elf and his 
wholesome adventures by 
dialing up Zelda.com, they were 
greeted with explicit pictures of 
hot girl-girl action. But Nintendo 
has since reclaimed the domain 
name and also enlisted the aid 
of a company called Cyeillance 
to try and isolate other uses of 
its trademarks to peddle flesh 
on the Web. Parents around the 
world are rejoicing, no longer 
forced to explain what “sopping 
wet 69” means to little Timmy. 
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In Redmond, where money 
grows on trees... Microsoft 
isn’t batting an eye at the idea 
of spending more than the 
gross national product of 
many world nations on 
marketing Xbox. Gates and 
co. announced in July the 
company will spend half a 
billion dollars marketing the 
new console. To put this in 
perspective, Sega spent $300 
million worldwide for 
Dreamcast. Of course, So! 

has spent nearly $2 billion just 
on facilities to build 
PlayStation 2. So next time 
someone tells you games are 
just for kids, you fire off those 
numbers and shut them right 


up. 


Mattel Interactive is still 
swinging in the breeze. 
Barbie Hut announced last 
spring that it would make 
every effort to unload its 
disastrously underperforming 
interactive division on the 
highest bidder. The response: 
cricket chirps and tumble- 
weeds blowin’ in the wind. As 
of press time, Mattel 
Interactive is still a part of 
Mattel. At this rate, Team 
Fortress 2 will be released 
before Mattel makes a sale. 


— Compiled by Aaron John Loeb 
Executive Producer, DailyRadar.com 
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DREAMCAST ENFORCER 


TopMax 
$39.99 


Every now and again a new peripheral manufacturer 

enters the market. This year, that company is TopMax, 
and the fledgling hardware provider has unveiled its first 
product, the Dreamcast Enforcer — an arcade stick whose 
low price and thorough feature set may be all the 
convincing you need to finally take the fighting-stick plunge. 
Not only is the unit made of durable, high-quality plastic, 
each of the six buttons has its own individual turbo settings. 
The joystick has a built-in rumble feature, and there’s even 
a cool red light on the base that matches the light on your 
Dreamcast console. While perhaps not quite as hip as 
Interact’s Alloy Arcade stick, we actually preferred the feel 
of the Enforcer. Available in either nuclear lime or deep 
grape, it easily matches ... well, nothing in your home (we 
hope). Nevertheless, it’s a quality piece of hardware that 
will not disappoint. For ordering info, visit 


www.topmaxgames.com —Evan Shamoon 
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The brainchild of 
> Quantum 3D’s 
David Foley, 
Ultracade is a different, 
entirely legal approach 
to emulation that 
should keep both 
fans and companies 
happy. A stand- 
alone arcade 
cabinet, Ultracade 
houses powerful 
emulation software and 
hardware that enable 
operators to customize 
which games are 
available to play on each 
machine — much like an 
old Neo Geo cabinet 
but not limited to any 
single company or era. 
For $2999, operators get 
the complete setup with 


= 
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the cabinet, 27-inch monitor, and 
the first set of games — the 
system will also be available in the 
future as a kit that can be 
transplanted into any JAMMA- 
compatible cabinet. After that, 
they can purchase additional 
games on discs, which are 
currently grouped by company 
(Capcom, Jaleco, Taito, et al) and 
contain eight games each, at $249 
a pop. Each game on the CD is 
legally licensed too, so while the 
system is emulated (it actually 
runs on a Celeron-based Graphite 
board), it’s an entirely legal outlet 
that benefits everybody. Our test 
version only had 30 games, but 
the system’s hard drive holds up 
to 2000. As of this writing, over 
500 games have been licensed. 
So in effect Quantum 3D has 
given arcade and bar owners a 


venue to showcase their favorite 
classic games cheaply and ina 
high-quality cabinet. “What hap- 
pens is you get a place like 
Gameworks or Dave and Busters, 
and they'll put in a few classic 
arcade machines, but then they 
run into the problem of ‘Hey, you 
know, these are really hard to 
maintain,” explains Foley. “I went 
down to [an arcade in] Santa Cruz 
and it was ridiculous. You go into 
the classics corner, and on one 
machine the joystick’s bad and on 
the other one the button sticks, 
so you never get a good experi- 
ence on the old titles you want to 
play. So we’re trying to reverse 
that trend a bit.” 


The best thing about the system 
is that it’s not only a great classic 
showcase, but it’s powerful 


Ultracade is here! 


Quantum 3D puts classic gaming back in the arcade 


enough to emulate all but the 
newest games — Foley says the 
limit is just below Model 3 level 
performance. So if Quantum 
convinces enough licensees, you 
may come upon an Ultracade unit 
featuring everything from 
Asteroids to Street Fighter Alpha. 
A nice bonus is, with constant 
earnings and the low price of 
additional titles, the machines can 
be set to 50 cents or even a 
quarter a play and still allow 
operators to make their money 
back quickly. 

While the system is just being 
rolled out now — the first 25 
units were being shipped as this 
was written — it shouldn’t be 
that long until you see an 
Ultracade in an arcade near you. 
Keep your eyes peeled and your 
quarters handy. — Blake Fischer 


| One of the handiest features for operators is the ability to see what games have been played the most due to a handy accounting function. In 


| 
| 
| 
| 


1. 1942 (60 Games played, cur- 2. Commando (44) 
rent high score of 177,480 held by 


| Daily Radar’s Greg Orlando) 


| 6. Mr. Do (16) 7. Ghosts n’ Goblins (15) 


3. Rastan (26) 


Pe 


8. Gunsmoke (14) 


| the week that the Ultracade has been in the Next Generation office, here are the top 10 games we’ve been playing: 


9. Qix (13) 


5. Elevator Action (20) 


10. Bubble Bobble (11) 
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For whom does the doorbell toll? Microsoft delivers development kits 


combination of hardware and 
software tools (but sometimes 
lamentably lacking one or the 
other) designed to emulate the 


of the game designer, but rather 
— like the puzzle box from 
Hellraiser — to give the suppli- 
cant access to arcane horrors 
and years of torment. It goes 
without saying that these devices 
come with jargon attached — in 
this case, SDKs (Software 


=> If you'd like to hear tales 
of unmatched woe and 
ill-deserved misery, simply 
corner a console developer 
and ask him or her about 
console development kits. 
Strange, circuitous devices 
designed not so much to 
enable and illuminate the task 


while at the same time providing 
access to the subtle chicanery of 
its often proprietary features. 
Development Kits) are usually a Consoles are weird, difficult to 


“For people who have un prototyping their 
console games on PCs, x is the friendliest 
system to move to, bar none” 


—J. Allard, Xbox General Manager 


0 


i The XDK: Powering Xbox development and looking rather smashing 
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functionality of a finished console, 


program for, and usually packed- 
to-bursting with limitations rather 
than abilities. So leave it to 
Microsoft to turn it up to eleven 
with the XDK. 


X Marks the Box 
Yes, the X is going to be every- 
where. XDK stands for Xbox 
Development Kit, which in turn, 
according to Xbox General 
Manager J. Allard, stands for 
friendly ease of use. U.S. develop- 
ers love working on PCs. Like the 
definitive American car, the PC is 
a bloated, inefficient monstrosity 
that for all its mess of engine 
parts, can often be fixed with a 
hammer. That’s why they're going 
to like the XDK. “For people who 
have begun prototyping their 
console games on PCs,” Allard 
says, “Xbox is the friendliest 
system to move to, bar none.” 
But it isn’t just Capitalist 
Yankee pig-dogs who are taking 
delivery of shiny new XDKs. 
Allard won't give specifics on 
which Japanese companies 
beginning with K, N, and C have 
gotten large boxes in the mail. 
But when pressed, he admits, “I 
can't really say other than the fact 
that I've been signing some very, 
very large FedEx expenses 
recently and expect to sign even 
more over the next couple of 
months.” And Allard is seemingly 
corporation-agnostic when 
shipping out the goodies: “Our 
strategy is to get 100% behind all 
of our development partners that 
are building Xbox titles no matter 
their size. All of our partners 
know that if they ever feel ‘last’ 
as you put it, that they should call 
me and | will fix it.” 


Getting Under the Hood 
It'll take a few months for the 
complaints, if any, to start rolling 
in. After all, those lazy, corrupt 
developers won't even roll out 
of their luxury beach-hammocks 
until Microsoft hands them a 
batch of near-complete games, 
requiring only trite character 
names. As a result, bugs and 


@ When he’s not pestering folks 
at Microsoft, Frank O’Connor is 
the Editor-in-Chief of Daily Radar 
Consoles 


problems will be discovered 
gradually, and Microsoft will 
tweak the XDKs to suit. 

“The XDK is a little 
different,” Allard explains, “in 
that we start in phase one with 
a PC-based system that we will 
upgrade between now and 
early next year with parts and 
libraries that get closer and 
closer to the final feature set. 
Then early next year we'll offer 
the first fully custom hardware 
that is going to be feature- 
complete. Phase three is final 
hardware next summer which 
will have a few minor differ- 
ences than the consumer 
version, like more memory and 
a DVD emulator to give devel- 
opers the best tools.” 

But at what cost? 

“We aren't discussing 
pricing,” says Allard, “but it’s 
competitive. Between the 
various hardware revisions, the 
tools and documentation, and 
the developer support, it's a 
really good value. Besides, you 
can use the same development 
kit for the next five years!” So 
Microsoft isn’t giving it away, but 
developers needn't fear being 
put on hold when they call the 
MS help line. “By the time we 
launch,” Allard promises, “we'll 
have more people focused on 
developer support than we will 
on the operating system.” 

— Frank O’Connor 
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XBOX KNOWS SPORTS 
=> After Dreamcast, it’s doubtful we'll 

ever see another system launch with- 
out a AAA sports lineup. The Xbox looks 
like it won’t be an exception either. Rumor 
has it that an internal Microsoft team i: 
already hard at work on a hockey game for 
the new system (and, we would guess, 
football and basketball titles as well — but 
that’s complete speculation). Word in 
industry circles is that Chicago-based High 
Voltage Software, the developers behind 
Acclaim’s All-Star Baseball 2001, are also 
hard at work on an Xbox sports title. 


Argonaut’s Malice (above and 
Undoubtedly running on a PC 


CRAZY TRAIN OF GAMES 
File this under “it must have sounded 
like a great idea to someone.” New 

developer iRock recently announced a 

partnership with none other than Ozzy 

Osbourne to create a game that takes 

elements of the rocker’s career and sets 

them in a fictional world where “gameplay 
is king.” (Our guess? A first-person 
shooter.) While the developer is known to 
be working on titles for both PC and PS2, it 
is as of yet unknown which systems the 

Ozzy game will appear on — but we bet 

there'll be bats involved. 


THE CORE OF PS2 


While we previewed Project Eden a few 
oe issues back, there’s more going on at UK- 
based Core Design for PS2. First up on the list, 
obviously, is the next incarnation of Tomb Raider, 
which Operations Director Adrian Smith describes 
as a complete overhaul of the franchise. This time 
around, he promises, it won’t just be a bigger, 
prettier Tomb Raider but a complete reinvention 
of the franchise — though only time will tell. In 
the meantime, however, he let us take a look at 
yet another of Core’s PS2 projects: Herdy Gerdy. 
While the game is still early, we have to say that 
the team has achieved an amazing look for the 
game world and, from what we've learned, the 
gameplay will have a bit more to offer than your 
traditional platformer. We grabbed an early screen 
of the game so you can see for yourself... 


A REALLY, REALLY LONG 
TIME AGO, IN A GALAXY FAR, 
FAR AWAY 


> One of the most exciting surprises in quite 
some time is the announcement that 


FROM ENGLAND WITH MALICE 


British developer Argonaut, best known for its work on Starfox 
or and Croc, has recently announced that the company is working 
on an Xbox game lovingly entitled Malice. Precious few details have 
actually surfaced on the game, but we do know that you play Alice, 
and she must embark in some platform-style action to save the world. 
While the screenshots may look decent right now, remember that 
they’re still early and, no doubt, off a PC at this point and not actual 
Xbox development kits, which were just being shipped at press time. 


Edmonton, Canada-based Bioware (Baldur's Gate, 
MDK 2) will be working with LucasArts on a Star 
Wars RPG for both PC and next-generation 
consoles. Since the game is scheduled for 2002, 
relatively little is known so far except that it will 
take place some 4000 years before Episode | 
(which, by our estimates makes it Episode -214) 
and will revolve around the epic struggles 
between the Jedi and the Sith, 


Sshh! Don’t speak too loudly, Nintendo. Someone might hear you 


By the time you read 

this, Nintendo will have 
at long last unveiled its next- 
generation console, currently 
code-named Dolphin. But as 
we go to press roughly two 
weeks before its debut at 
Nintendo’s Space World show 
on Aug. 25, all we have at the 
moment from the company 
are vague promises and 
somewhat disappointing 
announcements. We have, 
however, compiled everything 
they've said up to now, which, 
in typical Nintendo fashion, 
isn’t much. 


Dolphin Ready, but 
Not Playable 

That's right. According to 
Nintendo, there will in fact be 
no playable Dolphin software 


at Space World, which is, 
Putting it mildly, a downer. 
However, the Big “N” has 
confirmed to Next Gen that it 
will at least pull back the 
curtains on the console’s hard- 
ware and, presumably, 
controller design. Nintendo will 
also finally divulge Dolphin’s full 
system specifications, including 
the platform's real name and 
performance capabilities, right 
down to details regarding the 
proprietary DVD format and 
overall unified RAM. 

This is, of course, all well 
and good, but what about 
Dolphin software? Maybe it 
wouldn't be playable, but 
couldn't we at least catch a 
glimpse of great things to 
come? Aug. 24 is the big day, 
promises Nintendo of America 


Executive Producer Ken Lobb, 
saying only, “All of you 
attending the pre-show 
announcement will be very, 
very happy.” We hope you're 
right, Ken, because Nintendo 
can’t afford not to impress the 
hell out of us all at this point. 


The “Main” Man Speaks 
Nintendo of America recently 
held its periodic Gamers 
Summit in Seattle, Washington 
to preview its fall lineup and 
talk about the future. Executive 
Vice President of Sales and 
Marketing Peter Main 
compared and contrasted 
Nintendo to competitors Sony, 
Sega, and Microsoft, and he 
had some encouraging words 
for the Dolphin faithful. He 
described Game Boy Advance 


as “an integral part of Dolphin” 
and then stressed how the 
friendship between handheld 
and home console would set 
Nintendo apart as a company 
focused solely on the 
videogame business. Main com- 
mented that Pokemon Stadium 
— which enabled Game Boy 
owners to import Pokemon 
characters acquired from Red, 
Blue, and Yellow to an N64 
cartridge and use them in the 
console version — was a 
testing ground for the company. 
“Clearly there was a huge 
opportunity to do that, and 
clearly you're going to see an 
interface between the Game 
Boy Advance and Dolphin that 
is more than happenstance, 
and doesn’t require a mechani- 
cal device, and probably uses 


@ Matt Casamassina, the biggest 
Dolphin sleuth in the videogame 
industry, is the editor-in-chief of 
IGN64.com 


the modem and our online 
capabilities,” explains Main. 
“And having those two pieces 
of gear grow software — 
growing software on one, 
trading data, raising the level 
of performance — will make 
Dolphin a very different kind 
of dedicated gaming machine.” 
— Matt Casamassina 


The New Controller — Revisited 


Last month, Next Gen showed you 
an early, mocked-up Dolphin 
controller design that we had constructed 
based on details gathered from develop- 

ment houses. This month we have an 
update, which we believe is considerably 


more accurate — and apparently we’re not 
the only ones. Sources close to Nintendo 
have confirmed to us that the company 
isn’t very happy with the conceptual design 
we were able to piece together because 
“it’s very close to the real thing.” Hmmm. 

Are we onto something here? We'll have 
the full scoop in next month’s issue, along 
with a big Dolphin blowout from Space 
World. Stay tuned. 


@ The latest mock-up of the Dolphin controller (right) is an improvement over the one we ran last month (left). But how close is it to the real thing? 


16 NextGen 10/00 www.DailyRadar.com 


This year’s annual 

§ SIGGRAPH (Special 

@ \nterest Group for 

= ©=Computer Graphics) 
Expo saw the first public demonstra- 
tion of Sony Computer 
Entertainment's new GScube — so 
named because it’s built around the 
Graphics Synthesizer chip developed 
for PlayStation 2. In fact, the GScube 
uses 16 GS processors in tandem 
with 16 Emotion Engine CPUs, 
combined with 32MB of VRAM and 
2GB of main memory for a realtime 
3D performance of |.2 billion 
polygons per second. It’s also capable 
of output at resolutions up to 
1920x1080 (60fps, progressive), which 
even exceeds HDTV standards. 

The unit stands as a solid cube, 19 
inches on a side and weighing in at a 
hefty 106 pounds (in fact, it really 
resembles something built by the 
Borg). At press time a Sony 
spokesperson was frank to admit that 
“it’s so new, we haven't figured out 
an exact use for it yet, or a business 
model.” But a few of Sony's GScube 
project partners quickly pointed out 
the potential of the system. 
Representatives of PDI/Dreamworks 


Introducing 


ran a segment from Antz! in 
realtime, demonstrating how the 
speed of the machine enabled them 
to choreograph, light, and test 
animation sequences with results 
that are very close to the fully 
rendered final image. Square gave a 
similar demonstration, using 
character animation from its 
upcoming Final Fantasy movie. 

Like the PlayStation 2 the 
architecture is based on, GScube is 
built from the ground up to work in 
a broadband, networked environ- 
ment. The unit is not, however, a 
workstation unto itself It requires a 
separate computer as a host 
(although it only needed a laptop to 
run demos), as well as a high-end 
broadband server (for which Sony 
touted another partner’s product, 
the SGI Origin). 

According to Sony, GScube 
“creates an optimal environment for 
the creation, manufacturing, and dis- 
tribution of computer entertain- 
ment content, while charting the 
path towards realizing realtime 
generated e-cinema productions.” 

It will not make you breakfast or 
do windows. — Jeff Lundrigan 


rues Pees 


Big Sesh Studios 


These artists had us covered from the start 


Think this month’s 

Bouncer cover image of 
Sion was done by Square? 
Think again. This 3D render 
doesn’t come from Japan. 
The image was custom- 
created for Next 
Generation by newly 
formed Big Sesh Studios. 

Based in Austin, Texas, Big 

Sesh was founded by Matt 
Stubbington, a |6-year game 
industry veteran and one of 


the founding members of 
Iguana Studios. Matt and his 
team of six artists, formerly 


Re cover 


the Big Sesh way 
1) The initial cover sketch 
2) The wire-frame model 
3) Flat-shaded 3D model 
with lights 
_ 4) With final 
_ textures added 


5 GScube 


Graphics performance 
that’s truly frightening 


S 


@ Sony’s GScube graphics station can handle even Final Fantasy characters in realtime 


the DIG group at Acclaim 
Studios Austin, boast more 
than 75 years of collective 
commercial art experience 
and I5 years of art directing 
experience. After producing 
a number of fantastic 
Package covers for Acclaim, 
the group now operates 
independently with the goal 
of being the leader in 


videogame box cover and 
magazine cover art. 

“Our mission is to create 
the best artwork possible,” 
Stubbington says of their 
approach, “being creative, 
having fun, and most impor- 
tantly, getting the job done 
in the best possible way.” 

Considering the 
impeccable job Big Sesh did 


for us this month, we think 
the company is already 
well on its way. For more 
information or to view 
more work, visit them at 
www.BigSeshStudios.com 
or contact Kirk 
Winterrowd, Big Sesh 
director of sales and 
marketing, at kirkwinter- 
rowd@austin.rr.com. 
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ENews 


m@ NO MORE EXC 


Lear to program, 


make a game, get rich 


Got a game idea? Two software packages will get 
you up and on your way to making it yourself 


vhs 


@ These shots of DIV Games Studio give you a good idea of what you can do with the system 


The days when you could 
ES create a best-selling game by 

yourself in your garage may 
be long gone, but there are some new 
tools out now that may let you come 
close. No, you probably won't make 
the next Final Fantasy, but if you pick 
up one of these packages you can 
learn how to program and figure out 
what does and doesn’t work when 
trying to make a game. This in turn will 
provide you with a huge leg up on the 
competition when you finally decide 
to get off your couch and join the 
game industry. 

“| look at resumes from people 

who want to work in games every 
day,” says Digital Eclipse’s Creative 


“I look at resu 
work in game 


game, even if 


a major, major plus. it 
complete proje 


Director and assembly language guru 
Mike Mika. “Having done a game, even 
if it isn't fully professional-level, is a 
major, major plus. It shows you can 
complete projects and that you aren't 
just a wannabe.” Mika should know: A 
self-taught programmer, his portfolio 
of homegrown Amiga and PC games 
helped him land his current job at 
Digital Eclipse. 


/ Games Stuc 
Like lots of “make your own game” 
packages, DIV Games Studio 
(wwwdiv-arena.com) promises that 
you don't need to know how to 
program to get started. That's true, but 
it doesn’t mean that there’s no 


ae 


Wannabe,” — pista caine creative Director Mike Mika 


I It’s no SideWinder, but this 
blue plate does the job 


@ ROLL WITH IT BABY 


Introducing GameWheels — 
not your average peripheral 


Programming involved. In fact there’s a 
lot. But because the programming 
language is tailored to games, and 
thanks to the clearly written manual, 
great tutorial material, and tons of 
sample source code, it’s surprisingly 
easy to get up and running. 

Originally developed a few years 
ago in Spanish but only just coming 
out in English now, DIV lets you make 
2D DOS games. However, the system 
is powerful enough that you can make 
games that approach Super Nintendo 
or Amiga quality, include scaling and 
rotation of sprites and backgrounds. 

The sample games, which come 
complete with source code, include a 
fighting game, a platformer, a shooter, 


and more. None of them are 
Miyamoto-quality, but you'd be pretty 
impressed if you made one of them 
and so might potential employers. At 
the very least, DIV lets you create cool 
demos — your games can be made 
into stand-alone .exe files — and 
doing so will teach you a lot about 
how games are made. 


Not satisfied with 2D? Check out 
DarkBASIC (www.darkbasic.com), a 
version of BASIC with complete 
support for Microsoft's 3D DirectX 
libraries. You'll need to know more 
commands than “10 Print “Blake is 
dumb”; 20 GOTO 10” to take 
advantage of DarkBASIC, but with tons 
of source code available and a 
growing development community, it’s 
a great way to get started learning 
about 3D game-making. 

Will you be able to make Quake 
Ill moments after installing? No, of 
course not. But it’s surprising how fast 
you can get something very cool (or 
at least first-generation PlayStation- 
looking) up and running. Even if you 
know nothing about programming, 
after reading the manual you can be 
making changes to the included demo 
software and learning about taking 
advantage of DirectX’s 3D APIs within 
an hour or two. 

DarkBASIC's interface is also 
surprisingly simple, especially 
compared to other development 
systems available on PC. The system 
also comes with support for sound, 
movies, and sprites, so it can do 2D 
games almost as easily as 3D. Another 
nice thing about DarkBASIC is that 
there's a free demo version online. 


Programming and designing games is 
hard work, and while both of these 
programs make things easier, it still 
takes plenty of effort, dedication, and 


New device gives disabled gamers a real workout 


As published in 

Neurorehabilitation and 
Neural Repair earchers at the 
University of Pittsburgh have 
developed GameWheels, a device 
that enables wheelchair-bound 
patients to exercise by playing 
videogames using their chairs. 

This basic i is certainly not 

new — combination exercise 
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machine-videogame interface 
devices have been around for 
years — but the application is. 
GameWheels, designed by Rory 
Cooper, professor and chairman at 
the Pitt School of Health and 
Rehabilitation Sciences, consists of 
a set of portable rollers onto which 
the subject’s own wheelchair is 
strapped. By pushing the wheels, 


patients can control one of three 
PC games: Need for Speed Il, 
Ultimate Doom, and Powerboat 
Racer. The actual control scheme 
and type of exercise vary 
depending on the game, but, for 
example, the faster you spin the 
wheels, the faster you make the car 
go in Need for Speed Il. 

In line with previous research 


September 9, 1999. Dreamcast 
launches at 5 a.m. and my best 
friend — let’s call him “Mike” 
— and | agreed to be the very 
first people in line. At 3 a.m. I 
open the door and who should 
greet me but Mike, with a 
bruised, bloody, broken nose. 
Apparently as he was leaving 
his ex-girlfriend’s house (he’d 
been delivering a birthday 
present he’d purchased before 
they broke up), her new 
boyfriend showed up and took 
exception to his being there. | 
suggest that we go to the 
hospital, to which he replies, 
“After we get our Dreamcasts.” 
So we head to EB. We are the 


first in line, and when other 
people start showing up, we 
start joking around that he was 


originally the first in line, and 1 
had broken his nose and taken 
his place. After we pick up our 
stuff, | suggest the hospital 
again. His reply? “We're playing 
some games first, damn it.” We 
arrive home around 8 a.m. and 
begin playing. At | p.m. | again 
suggest we go to the hospital. 
Mike responds: “I want to try 
Sonic Adventure first.” So he 
fires up the game - and it 
doesn’t work. Now we’re 
heading back to EB. We trade 
in the game and get back in the 
car. Do we go to the hospital 
now? No, Back home to play! 
Finally, at 10 a.m. the next day 
(Sept. 10) we head to the 
emergency room. Six hours 
later, after they fix Mike’s 
broken nose, we go back to 
our Dreamcasts for one more 
session before he goes to work. 
— Joshise Slifton 


imagination on your part tow 
fun game. But if you've got ti 
you'll find that either of these tools is 
a great place to start and can help you 
gain experience that will be valuable 
both to you and to potential 
employers. — Chris Charla 


ke a 


rive, 


on similar exercise programs 
with non-disabled people, the 
exercise is more enjoyable (and 
subjects tend to keep at it 
longer) than on more traditional 
fitness machines. However, this 
is the first such device to 
address the specific fitness 
needs of people confined to 
wheelchairs, and the fact that 
they could work out using their 
own chairs was especially 
appealing to those involved in 
the testing. 

GameWheels is currently 
undergoing clinical trials and 
isn’t available to the public yet. 
Researchers hope to find a 
manufacturer and distributor 
“soon.” — Jeff Lundrigan 
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Cutting-edge games on the rampage 


G-Surlers? oi scctcaunes «oss se cae 
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World Destructio 
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Conquest: Frontier Wars .......2... 


54 @ Warriors of Might & Magic Deep Space Nine: The Fallen 
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|,Giants: Citizen Kabuto ............. 


| Grandiall..........00 as ae et 


| Tomb Raider Chronicles ...........-. 


| Tony Hawk’s Pro Skater 2 .......... 
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lm PLAYSTATION 2 


We've seen giant robots fight before — 
> many, many times. Still, after getting to sit 
down and play Zone of the Enders, we can 
safely say that Konami is taking a different approach 
to the subject with its latest PlayStation 2’venture. 
Noriaki Okamura, managing director afKonami’s 
Production Department 2, says videogames are not 
unlike “fairytales told in a new media.” With ZOE, he 
and his team are hoping to create a world where 
players not only fight for their own survival — they 
also ponder the greater universal themes of life and 
“death. It’s definitely a darker, more introspective path 
than most games travel,.but it promises infinitely 
igreater rewards if Okamura and his team can 
Wit off = 
luch of the game’s drama comes from the setting: 
sspace colony. Okamura likes the imagery this 
rio provides,\referring to it as “a little oasis of 
life in the cold emptiness of space.” Instead of 
simply requiring that the player survive, the 
colony imparts upon the player a greater 
sense of responsibility for all life ywithirwit. 
“This may be the deepest'part of the « 
ie _£ game,” he confides. “As you carvimagine, very 
ee Eve you make with your obo Or any attacks 


@ Publisher; Konami @ Developer: 


Use your power 
stomp innocent civ 
The choice is yours 


As you fight, you must constantly be aware of the 
colony around you. If you get to caught up in the heat of 
battle, you could be partly responsible for the 


gt Qongmation CUFT 0/00" WealGeh, aa 
Re cee 2 -: Sae 


you perform cause destruction around you. 
Using a bomb will destroy your enemy, but 
what about the city? | would like the player to 
think about every action he takes.” 

So as the reluctant hero Leo (in his mech, 
the Jehuty), it’s your job not only to survive 
against fanatics who are trying to hijack the 
colony, but to outthink and defeat them with 
minimal loss of human life. The gameplay is 
part RPG in this respect, and emergencies and 
other random events will occur within the 
game world, and you can choose to get 
involved or ignore them. For example, you can 
ignore the attack on a nearby city and instead 
hunt for a powerful item for your mech, but 
then the city in question may be destroyed 
and thousands of lives may be lost. It’s these 
moral choices that players will face, and how 
they react will effect how the storyline (which 
is still shrouded in a bit of mystery) unfolds. 

While you are free to wander the world, 
gameplay is mostly focused on fighting enemy 
mechs. Your goal, rather predictably, is to find 
the location of the enemies and destroy them 
all before fighting off a large boss character. 


@ More advanced players will be able to chain attacks together to form powerful combos 


lock-on button for targeting and two buttons 
for fixed primary and customizable secondary 
weapons. A fourth button, simply called 
“dash,” fires off huge energy-draining missile 
barrages at long range yet performs dazzling 
special moves up close. Okamura is happy this 


enable both hardcore and average players to 
get into the game. 

On the surface this may seem similar 
enough to Virtual On, but it’s consciously 
been designed a bit differently from your 
standard giant-robots-in-arena-combat fare. “I 


Players fly around with the analog stick, using a control scheme is simple, because it will don’t want the player to act like they are ina 
standard game — you see enemies and you 
go destroy them,” explains Okamura. “I want a 
player to experience the world he’s entered. | 
would like him to really understand what he is 
doing and to face these difficult choices. 
Protecting lives is not that simple.” So even in 
the heat of combat you'll be forced to focus 
on keeping civilians alive since the environ- 
ments are completely destructible. Okamura 
even suggests that, in some cases, you may 
want to try and lure your enemies outside of 
the populated areas before you engage them. 


“As you can imagine, every move you make 
with your robot or any attacks you perform 
Cause destruction ArOUNd YOU? — ssnasins director Noriaki okamura 


@ Each robot in the game — 
comes complete with its 
own overpowering is 

special attack 


Besides the action and drama, the ZOE 
team has also been focused on getting the 
look of the game just right. “From the very 
beginning | wanted to make Japanese 
animation into a game,” states Okamura. “I do 
not want the visuals and effects to be real — 
we use 3D and special effects to recreate the 
animation taste.” With this in mind, roughly 
one-third of the ZOE team is actually from the 


Noriaki Okamura and the ZOE team are among the 
few who've been able to show impressive results with 
the PS2 hardware in a relatively short time. We sat 
down with Okamura and asked him what it was like to 
work on the new system. “When we received the first 
PS2 development kit,” he admits, “we did not know 
what the real potential of the system was. Then as we 
studied the kit we thought that it was not that 
powerful. People started to wonder if PS2 was really 
able to handle 10 million polygons! But as we began 
our development, we found the console was able to 
manage quite a lot of power — much more than Dreamcast. It will take time to 
make PS2 deliver on all its potential.” In fact, Okamura drew a direct parallel to 
the early days of the PlayStation. “I’m still surprised | was able to enjoy Ridge 
Racer considering the level of R4!” he jokes. Of course, this kind of development 
curve only means good things for ZOE and Okamura promised that the next 
time we see the game (at Autumn TGS) it will be better-looking than ever. 


« 
« 
. 
s 
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@ The ZOE team is trying to make the game feel 
like anime, so not only is the action fast and 
furious, the special effects are out of this world 


world of Japanese animation instead of tradi- 
tional gaming. Also important is the camera 
system — which has been one of the primary 
focuses of the ZOE design team. “This is one 
of the most critical parts of ZOE,” emphasizes 
Okamura. “Mr Kojima [Okamura’s boss and 
the man behind the Metal Gear series] told 


me that he doesn’t want to make robot 
games because of this issue. And he added 
that if he cannot enjoy the game, he would 
terminate the project.” (Talk about pressure.) 
Luckily, Kojima appears satisfied with the 
current system, which pans, rotates, and 
zooms to track the action; after playing the 
game he approved it to go forward. 

So will ZOE prove to be the next evolution 


i ahs 


@ Dash in and use your sg and you mi st cleave an unsuspecting 


< 


enemy in half. Unfortunately, if guess you're a sitting duck right 
in front of some powerful guns 
A. ‘ ud ‘ 


of giant robot action games? Okamura 
certainly hopes so, even though he admits 
that the current visuals have a way to go 
(although as far as we could tell, they were 
already state of the art). In the following 
months, he promises that “the final version 
will be much different, with better rendering, 
better textures, and better shading.” Other 
things that are still to be added are the 
civilians themselves and possibly a Versus 
mode. Yet the game is already stunning to 
watch and fun to play — we ask you respect- 
fully ignore Okamura’s humble clamoring, as 
we believe ZOE will be a welcome addition to 
the PS2 library when it’s released next year. 

— Christophe Kagotani/Blake Fischer 
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@ PC, PLAYSTATION 2 


TITANIUM ANGELS 


@ Publisher: SCI (UK) Mi Developer: Mobius M@ Release Date: Q@4 Mi Origin: UK 


Are big guns all you need to break into the house that Lara built? According to 
Mobius, it depends on the guns 


EF} Just about every videogame developer game. But the truth is that no one has even developers scrambling to create what could be 
with a character sporting bigger than A- come close. While Lara may have dominated the next big action heroine. One of the first can- 
cup breasts has foolishly exclaimed that their the PSX arena, though, it seems as if the didates to make a bid for stardom is the hero- 


new heroine will beat Lara Croft at her own PlayStation 2 has been left wide open, sending ine of Titanium Angels, Carmen Blake. A com- 
pelling mix of The Fifth Element's Leeloo and 
Blade Runner's Pris, Carmen has deliberately 
been designed to attract fan boys. Yet instead of 
pumping her up with silicone, developer Mobius 
has augmented Carmen with a number of high- 
tech weapons and a tanklike horse called Titan, 
hoping to make her tough enough and smart 
enough to stand above the competition. 

i . Scie As part of an elite intergalactic group of 


@ The camera Is completely under the player’s control, so for the first time, you can freely look around no bounty hunters, the Titanium Angels, Carmen's 
matter where you are job in the game is primarily to blast a path 
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through the bad and ugly in a third-person- 
based assassination mission. The game starts as 
Carmen targets a smalltime Earth-based dictator, 
Furie. Things go awry when her drop ship is 
destroyed and she must follow Furie through a 
teleporter to a strange and unfamiliar planet. 
There she resumes the hunt and eventually 
befriends Titan, a huge mechanoid who's head 
of the Bakis (the original settlers of the planet, 
now enslaved by Furie). From that point Carmen 
must, ahem, ride him through the various twists 
of a multi-layered plot in pursuit of her target. 


The game is unquestionably violent as third- 
person action games go, and subsequently, the 
interface has been designed to capture the 
responsive and intuitive qualities of a first-person 
shooter Gamers will have full 360-degree con- 
trol over the camera, using the mouse on PC 
and an analog stick on PS2. The camera control 
is completely independent from Carmen, and 
while this concept isn’t new, it hasn't really met 
with the success of the popular behind-the- 
back, fixed camera. “It’s never been done prop- 
erly before,” argues Producer Ben Gunstone. 
“There have always been problems with the 


@ Since Mobius wants to keep the pace fast and 
Quake-like expect lots of blasting with less of an 
emphasis on exploration 
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THE 
THREE-ACT 
GAME 


In a move that is 
becoming more and 
more common, 
Mobius brought in a 
scriptwriter to help 
develop a more 
sophisticated story. 
“Most games are just a 
bit of plot at the 
beginning, a load of 
action, and another bit 
of plot at the end. We 
wanted more than 
that,” explains 
Producer Ben 
Gunstone. Titanium 
Angels’ story is meas- 
ured out into three 
main acts. Act one 
leads up to Carmen 
joining up with Titan; 
act two sees the pair 
releasing Titan’s peo- 
ple; the final act con- 
cludes with Carmen 
“kicking Furie’s arse” 
— though those aren’t 
the exact words of the 
scriptwriter. 


A mix of The Fifth Element’s Leeloo and 
Blade Runner's Pris, Carmen has been 
deliberately designed to attract fan boys 


camera and controls. Titanium Angels will per- 
fect the technique.” A first-person sniper mode 
will also be available, but the size of its role has 
yet to be decided. 

Titan isn’t just a gimmick either: Mounted 
gamers can make use of his extra firepower and 
brute strength to shift heavy objects and help 
solve puzzles. Mobius is hoping for an almost 
Quake-like pacing for the game so both charac- 
ters are endowed with a considerable armory 
including up to seven weapons each, with three 
or four levels of power-ups. It’s 100% high-tech 
sci-fi stuff too, so laser and plasma effects will be 


bent and stretched to new levels, hopefully with 
original results. 


It remains to be seen whether gamers will 
embrace this ass-kicking, Ripley-esque heroine, 
who is rather unlike the more familiar chesty 
fare. But the tank-load of weapons, developed 
plot, and unconfirmed possibility of Internet frag- 
ging should be enough to satisfy any gamer. Of 
course, Lara’s outings are highly playable, and 
we'll have to wait a little longer to see if this 
game comes together to play as well as it 
already looks. — John Leaver 


@ PLAYSTATION 2, NINTENDO 64, PLAYSTATION 


WORLD 
DESTRUCTION — 
LEAGUE: 
THUNDER TANKS 


© 3DO BD 


e: Q4 MOr 


Another character-based vehicular combat 
game arrives for PS2. Will it crush Motor 
Mayhem beneath its treads? 


As cerebral as we gamers like to think we 
ES are, we still love to destroy everything in 
sight: buildings, bad guys, the neighbors’ lawn 
flamingos... So it’s no surprise that we're eagerly 
awaiting this title, which plans to serve up a 
hefty portion of explosive vehicular combat 
with a generous side of collateral damage. 


In what is becoming a standard feature for 
upcoming PlayStation 2 games, World 
Destruction League: Thunder Tanks boasts 
environments that feature realistic physics and 
an incredible level of destructibility. Battles will 
rage through 16 arenas in seven locations 
(including Moscow, Tokyo, NORAD, and 
Atlantis), and even well known landmarks such 
as the Leaning Tower of Pisa or Fort Knox will 
find themselves in the line of fire. Of course, 
some objects will remain indestructible for the 
sake of play balancing, but these are the 
exceptions and not the rule. 


The biggest difference between this title and 
3DO'’s previous tank combat series, Battletanx, 
is the new focus on individual Street Fighter- 
esque characters with unique personalities, 
moves, and fighting styles — an approach 
remarkably similar to that of Infogrames’ Motor 


@ Say what you will about a post-apocalyptic future 
— water and women may be scarce, gangs of 
mutants could run amok, Mel Gibson may be 
forced to subsist on dog food — but if you can 
drive a tank and blow stuff up, how bad could it 
be? 


Mayhem (previewed in last month’s Next 
Gen). Each type of combatant will utilize tactics 
specifically designed around their personalities. 


Each competitor's tank is also heavily 
modified to suit their particular strategies 


COMBATING THE CLASSICS 


= No discussion of tank combat games is 
complete without mentioning the Atari 
2600 classic Combat. In addition to 14 
variations of tank combat (the Next Gen 


office favorite: invisible tanks in an intri- 
cate maze where bullets must ricochet 
off obstacles before they do damage), it 
featured 12 airborne iterations, one of 
which posed the eternal question: which 
is better, three fighters or one bomber? 


For instance, Butcher Bronski is a Canadian 
good ol’ boy who drives a massive tank with a 
huge gun that simply pulverizes his opponents 
and everything around them. In contrast, the 
more tactically minded Shadow Watanabe 
dresses like a ninja and uses her laser with 
surgical precision, striking quickly and then 
retreating by melting into the shadows or drop- 
ping mines to discourage pursuers. Then there’s 
Glory Halley, an all-American girl who just wants 
to get close to you — and circle-strafe you into 
shrapnel once she does. 

Each competitor's tank is also heavily 
modified to suit their particular strategies. One 
tank can both teleport and pretend to teleport. 
This enables the pilot to bluff pursuers into 
giving up prematurely and turning their backs 
on the enemy. Another tank is custom-designed 


@ You can flatten nearly every structure, though an 


advanced model will enable you to shoot 
holes through bulldings without knocking them eg 
down 


for snipers, complete with a cloaking device 
and long-range weaponry. 


In addition to these character-specific 
details, general battle Al will be enhanced. 
Enemies will be acutely aware of their environ- 
ments, knowing what makes good cover, where 
power-ups are located, and where attacks origi- 
nate. The sophisticated Al comes courtesy of 
the PlayStation 2. Its ability to handle increasing- 
ly complex algorithms will also lead to more 
accurate commentary, numerous graphical 
effects, and better pathfinding. 
Of course, no vehicular combat game is 
complete without solid multiplayer support, and 
WDL:-TT plans to satisfy fans of the classics while 
also pushing the envelope. In addition to tradi- 
tional deathmatch and CTF action, several new 
two- to four-player modes are under considera- 
tion. In Frenzy, players must collect flags that con- 
stantly respawn, while Domination is a battle for 
control of power points that can emit either 


tactical nuke) 


@ Thanks to advanced Al, enemy tanks will utilize a 
whole range of tactics, including strafing, flanking, 
ramming, sniping, and taking cover. However, few of 
those actions will save you from an air strike 


hostile or friendly drone tanks, thereby creating 
battles that can have up to 30 simultaneous 
participants. Widespread destruction and multi- 
player chaos were the Battletanx games’ best 
features, and WDL:TT looks to do nothing but 
improve on this foundation. | — Eric Bratcher 


@ While most of the surface is paved, the player will encounter ice, sand, and 
| mud, as well as more dangerous terrain like molten steel and acid 
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@ Which team you choose has much more of an impact than before, and players will even find that there are ship- and track-specific weapons 


@ PLAYSTATION 2 


WIPEOUT FUSION 


@ Publisher: Sony Computer Entertainment M@ Developer: Studio Liverpool M™ Release Date: 2001 M Origin: UK 


Racing on the cutting edge or just another remake? 


The original Wipeout games brou 

PlayStation to the eyes of many who 
wouldn't normally have given Sony's little gray 
box a second look. With cutting-edge graphic 
design, techno beats, and blazing fast racing, it 
was a natural draw for videogame crusaders 
looking for the most adrenaline-packed 
experience on the market. Now, armed with a 
new console, new technology, and a fresh 
approach, Studio Liverpool aims to push the 
futuristic super-speed racing genre to new and 


TOO MUCH SPEED? 


more dizzying heights. 

“One of the biggest tweaks we have made in 
Wipeout Fusion is in the handling of the craft,” 
explains Brand Manager Enda Carey, referring to 
the now native 49-way analog control scheme. 
This improvement makes the anti-gravity vehi- 
cles much more responsive to the tracks, which 
means a lot less bumping and scraping around 
corners. “Now the crafts will actually hug the 
track like a roller coaster We've put a lot more 
down force on them to make them stick to the 


Talk about unforeseen problems: With the game running at a steady 60fps, the iiber-racing class, Phantom, 
is just too fast — even for the biggest speed junkie. “The problem we have now is that it’s too fast,” notes 
Brand Manager Enda Carey. “We've had to try and slow it down as much as possible, and that’s the main 
reason the tracks are much wider.” Slowed it down? Not to worry; Carey also notes that “there will be 


something special in there for speed freaks.” 


track better than ever,” says Carey. 


PlayStation 2 has also enabled the team to 
improve the game’s draw distance tenfold. 
Players will now be able to gaze in awe at the 
horizons of more than seven different themed 
environments, including desert and jungle 
stages. The final game will ship with three tracks 
per environment, each one relating to the dif- 
ferent racing classes: Vector, Venom, and Rapier 
The separate tracks will then offer varying 
routes depending on which speed the player 
opts for and will be packed with hidden areas 
and interactive scenery. 

In a return to the original concept, the pilot 
will now take center stage when players are 
choosing a race team and vehicle. Each pilot 
has his own set of characteristics and even 
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“The crafts will actually hug the track like a 
roller coaster. We’ve put a lot more down 
force on them to make them stick to the 
track better than ever.” 


—Enda Carey, brand manager 


grudges. “Some of the new pilots date right 
back to the original title and some are even 
descendants of them,” Carey reveals. “An 
American pilot may have a grudge against a 
Russian pilot, and this will be built up through 
the game as the player tackles the different 
team challenges.” 

Not all the weapons have been locked 
down yet, but they will be ship- and 
environment-specific. We were also able to 
confirm that select favorites such as the 
aggressive Quake Disrupter and the essential 
Autopilot will make return appearances. 

The single-player game has also been 
expanded significantly, and players will have to 
run over 450 laps if they wish to beat every 
race in the game. “What we've done this time 
round is made it a much bigger game,” Carey 
explains. “There will be all the usual modes such 
as Time Trial, Arcade, and Tournament, but the 
Challenge mode has really been beefed up.” In 
fact, the Challenge mode in particular offers 


players the ability to unlock their team’s special 
weapons if certain goals can be completed. The 
game will also support up to four players via 
splitscreen, and there will also be plenty of 
multiplayer-specific tracks and weapons. 


The biggest shock is that Designers Republic, 
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the group that defined the look of the first three 
games, will no longer be handling the design — a 
new Web-based agency has been contracted to 
take the game forward. Of course, the futuristic 
feel will remain, helped along by a new direction 
for the music. “We're certainly not going to go 
down the FIFA trans-anthem route,” says Carey. 
‘The original had a very techno-hardcore feel to 
it. XL had a bit more life, and the third was 
chilled and trancey. Make no mistake; we're going 
back to our roots with Fusion. The game’s going 
to be hard, the music’s going to be hard, and the 
style will be harder.” — Gavin Ogden 


1 Due to the increased draw distance, Fusion will 
not feature the twisty tracks of previous Wipeout 
titles, which were primarily designed to hide pop-up 
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@ If you ever wanted to play a realtime strategy game with an anime flavor, Hundred Swords may be right up your alley 


HP 400/400 
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@ ARCADE, DREAMCAST 


HUNDRED 
SWORDS 


™@ Publisher: Sega Mi Developer: Smilebit Mi Release Date: @4 (Japan) @ Origin: Japan 


A realtime strategy game in an arcade? It’s so 
crazy it just might work... 


Realtime strategy games have never really —_ land with Hundred Swords. And they're doing it 

caught on in Japan (at least in part in a unique way that has never been tried 
because almost all of them come from U.S. or before: by introducing it in the arcades first. 
European developers), but Sega is determined Hundred Swords should theoretically already 
to conquer this unclaimed territory in its native be in Japanese arcades by the time you read 


A PC version would be easy to create.... 
Could this mean more connecting Dreamcast 
players to PC players a la Quake III? 


this, and Sega has linked three of its arcades (in 
Ikebukuro, Shibuya, and Odaiba) via a fiber-optic 
network, creating in effect a huge, pay-per- 
minute LAN party. Played out entirely in 3D, the 
game follows most of the usual RTS conven- 
tions. There are eight leaders to choose from, 
each with their own strengths and weaknesses 
— better use of magic or the ability to produce 
soldiers faster, for example. Up to four players 
can battle it out in a given territory at a time, 
either all against all, two on two, or (for the 
testosterone junkies) three on one. You've also 
got resources to gather, money to manage, a 
tech tree to follow, and support structures to 
build in support of your forces. 


The arcade version of the game is controlled 


using a variant of the standard Dreamcast pad, 
but for the home version coming late this year, 
an optional control scheme using the 
Dreamcast keyboard and mouse will also be 
available. The home version will differ from the 
arcade in a number of other ways as well. Only 
three battlefields are offered in the arcade, but 
the home version will offer 30, as well as a 
single-player Adventure mode, in which you can 
choose from two characters (a male and a 
female, though there seem to be few other 
noticeable differences between them). Each 
victory or loss will determine the path of the 
story, what battles you fight next, and the overall 
ending. Also, unlike in the arcade where battles 
are limited to 30 minutes of playtime, on the 
console network, players can compete against 


@ Although the game mechanics wi 
production design gives everything a unique spin 


each other for as long as it takes. 


The big unknown at this time is whether or 
not — as with AlienFront Online (NG 09/00) 
— home players will be able to compete 
directly against players in the arcades. Sega 
recently began offering broadband connections 
in Japan through a cable network, so a home 
player using this fast connection shouldn't have 
any problems keeping up with those using the 
arcade’s speedy LAN. And because the arcade 
machines are essentially based on PC hardware, 
a PC version would be extremely easy to create 
as well — and it would probably sell better 
among RTS enthusiasts when the game 
eventually reaches the United States, since the 
genre is all but unknown on console. Could this 
mean more of connecting Dreamcast players to 
PC players a la Quake /IR 

In any case, Hundred Swords is certainly a 
unique title in Sega’s lineup for later this year 
We'll attempt to keep you up to date as more 
information becomes known. 

— Jeff Lundrigan/Christophe Kagotani 
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ill seem familiar, the distinctly Japanese 


Troops all dressed 

in schoolgirl outfits 

Voice acting easily 
handled by one guy 

Able to call on 
Voltron after stage 22 

Large eyes make 
units easier to identify 

Every third soldier is 
actually a cyborg who 
doesn’t know it 

Infantry can attack 
with spiky hair in close 
quarters 

The always tantaliz- 
ing hints of lesbianism 

Archers eventually 
upgrade to “Super- 
Mega Shoot Go Go!!” 

Waifishly thin- 
bodied troops move 
faster than “big- 
boned” gaijin counter- 
parts in C&C 

One word: Tentacles 


r @ Every realtime strategy game needs a few infernal machines, and Hundred 
Swords is no exception 
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that must be utilized if you want to stay on track 


According to Blade 
R&D Director Huw 
Lloyd, the advanced 
graphics engine used 
in G-Surfers can be 
used for entirely dif- 
ferent future projects. 
“The flexibility of the 
landscapes — it can 
actually go out almost 
to planetary scale, 
miles above the sur- 


face, and zoom into 


the actual surface — 
is stunning,” says 
Lloyd, “so to do some- 
thing like a future 
space trading game or 
something of that 
nature where you're 
actually visiting alien 
planets is possible. We 
can produce real-time 
landscapes of plane- 
tary size, so you can 
fly to the surface and 
see what that partic 
lar world is like and 
just give each one dif- 
ferent criteria for the 
creation of terrain. 
Not to mention other 
bodies in the solar 
system.” 
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@ PLAYSTATION 2 


™ Publisher: TBD Ml Developer: Blade Interactive Mi Release Date: TBD M Origin: UK 


@ The geographically accurate playing surface leads to some interesting challenges and unique raceways. Each craft will be outfitted with special side-thrusters 


Cruising Van Nuys at 7000 mph 


It is difficult not to be skeptical when 

presented with the concept for a game 
that features a representation of the entirety of 
the planet Earth — all 2.2 trillion polygons of it 
— for the PlayStation 2. In light of the weak 
performance of software for PlayStation 2 
since the console’s launch in Japan, it’s even 
harder to believe a little-known code shop in 
Manchester, England would be up to such a 
daunting task. But as is often the case, it’s the 
smaller, hungrier teams that ambitiously try to 
broaden the scope of gaming, and 18-month- 
old Blade Interactive has definitely set its sights 


on something big. 


www.DailyRadar.com 


G-Surfers, ostensibly a futuristic racing 
game akin to Wipeout, features aircraft that 
hover above Earth’s surface and travel at 
speeds up to 7000 mph over real-world loca- 
tions. The basic race mode features a huge 
number of courses, vehicles, power-ups, and 
obstacles such as mines (and, of course, it’s 
also promised that additional vehicles and 


power-ups can be unlocked through diligent 


exploration). Managing Director Debbie Jones 


stresses that the team has worked hard to 


§ Satellite data was used to make sure that the 


landscapes are topographically accurate to their 


real-world counterparts 


make sure this isn’t just another futuristic rac- 
ing clone. “Our chaps have taken apart every 
major racing game that’s been done,” Jones 


@ Unfortunately, no online multiplayer is planned, but up to four 


players can compete split-screen 


@ In free-flight mode players can tour the planet, viewing landmark buildings such as London’s St. Paul’s Cathedral 


says, “in terms of the number of times you If it sounds ambitious, it is, and the you slam into Mount Fuji at about 4,000 mph,” 
need to brake, the number of times per sec- advanced graphics engine that procedurally says Jones. “That’s enough to propel you a mile 
ond or minute you need to brake, the inci- builds the world around you as you're flying or so in the air, and you bounce clear over 
dence of corners, the incidence of bad ensures that the game will get some good hard —_ Nagoya. It’s an experience. There is no other 
corners... What we've tried to do is lay down a __ looks. In fact, it’s the geographically accurate engine that will give you anything like that flexi- 
blueprint for the easy, medium, and hard setting that provides the most spectacular bility. And by the same token, you've got levels 
courses and then design those parameters gameplay hooks. that dip down to street level [as you're] flying 
around real-world data.” “In one of the levels we designed in Japan, through LA.” 


To portray the world accurately, the team 
uses satellite data that enables the engine to 
produce a topographically sound representa- 
tion of the Earth. But to represent the true 
planetary scale is technically impossible, so the 
team uses the raw data to create a footprint 
for the city and its representative building 


@ Even though the textures in the game aren’t final, there is still an impressive amount of detail. The on-screen UI will also be changed around a bit before final release 
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types. Then the engine procedurally generates 
the landscape along true-to-life road systems. 

“We'd be here until [the year] 3000 if we did 
every last building,” confesses Jones. “The road 
systems that run through the cities are the real 
road systems, and the procedural planting of 
buildings plants them along the road network. 
What we did was to take a load of accurate 
data — which are height points on the planet's 
surface — and then produced an engine which 
interpolates those and fills the gaps in between 
them.” 

Indeed, without procedural texturing it 
would be far too great a task to incorporate 
visually accurate detail on the scale of the 
game. “One fact that | worked out the other 
day,” says R&D Director Huw Lloyd, “is that if 
you exported the mesh textures and put it on 
CDs in jewel cases and stacked it, it would be 
a kilometer and a half high. It’s the sort of 
game that you can either ship in a box that’s 
the cube root of a kilometer and a half, or you 
can come up with it procedurally. So we decid- 
ed on the obvious route.” 

Objects that are placed using the engine are 
even given a “birthday,” which allows the team 
to change the world over time. “Whenever you 
place an object, as well as deciding its position 
and size, it’s also fairly easy to give it a birthday, 
so that as the clock winds forward, as you’re 
rendering these objects you check their birth- 
day, So if it’s a tree, it gets bigger, for example,” 
explains Lloyd. Another example, which may be 
more appropriate for a space trading game 


@ You may not be able to find your house if you fly through your home town, but major buildings and landmarks will be recognizable 


“In one of the levels we designed in Japan, 
you slam into Mount Fuji at about 4,000 mph” 


[see boxoutl, is a population center that can 
vary in size over time. 

G-Surfers is undoubtedly an impressive 
advertisement for the technical capabilities of 
PlayStation 2, and it will serve as a wake-up call 
to developers who continue to treat the con- 
sole as a mere upgrade of its 32-bit predeces- 
sor. But gamers will judge the title on gameplay 
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- Managing Director Debbie Jones 


alone — and this factor is still very much a 
work in progress. According to Singleton, “the 
latest revision was to try and exaggerate the 
roller-coaster feel of it, but most people think 
we've gone too far in that direction so we're 
going to have to tone it down again.” 
Apparently people were actually getting a bit 
queasy. — Nigel Edge 


sai 
daleerd 


@ At 2000+ mph, twists, turns, and drops are a lot 
more dramatic. Luckily you have a viewing distance 
of up to 32km 


Konami was 
reportedly hesitant 
about releasing this in 
the United States and 
Europe because of 
the nationalistic 
subject matter. This 
isn’t the first of its 
kind, though. Back in 
the mid-‘90s there 
was a spate of highly 
popular novels in 
Japan based on the 
premise that the 
Japanese actually won 
WWII. In the case of 
Ring of Red, however, 
money seems to have 
outweighed the 
worries of potentially 
offensive material: 
The game has been 
tentatively slated for 
release shortly after 
the PlayStation 2 
launches in the 
United States. 


e-kick 


If the clashing Japanese samurai armies of 

Koei’s Kessen aren't your bag, rest 
assured PlayStation 2 has at least one other 
turn-based strategy game that’s probably com- 
ing to the U.S. late this year Ring of Red from 
Konami is set in a fantastical world in which 
Japan didn’t surrender at the end of World War 
ll and was subsequently carved up into zones 
by the Allies, similar to what really did happen 
in Germany. Many years later, the Soviet- 
controlled northern part of the country has 
gone to war with the American-controlled 
southern half, and the native Japanese recog- 
nize the opportunity to kick them both out. 


| 
q 


58» 


As with so many Japanese-designed parallel 
universes, giant mechs have replaced tanks. But 
the designs here are more interesting than 
most: Mechs look as if they could have been 
built using WWil-era technology, all treads and 
riveted plating, belching diesel exhaust. As with 
Kessen and Sega’s Advanced World War, strate- 
gy is planned out turn by turn on a grid-based 
map, then the actions and battles are animated 
in full 3D. 

You'll build your forces out of squads, each 
composed of three individual units, basing 
decisions on a good mix of speed, attack 
strength, and other such tactics, plus you'll have 


@ Battlefield units aren’t just made up of mechs, however. Every unit also includes support personnel and 


perhaps a few suicidally brave infantry as well 


@ WWIl-era mechs clash in furiously animated bat- 
tles — hey, you've got to make the whole turn- 
based thing exciting somehow 


support units like medics to heal battlefield 
injuries. The game itself seems very character- 
and story-driven, so you'll also have to get to 
know the people under your command and 
their accompanying strengths and weaknesses. 
The main characters are a pair of commanders, 
aman and a woman, though as of press time 
little else was known about the story. 

— Jeff Lundrigan/Christophe Kagotani 
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@ PLAYSTATION 2 


MOTO GP 


™@ Publisher: Namco M@ Developer: Namco Mi Release Date: Q@4 M™ Origin: Japan 


Namco’s next racer takes you off the ridge 
and onto the pavement 


Originally called 500 GP in the arcade, 

Moto GP doesn’t try to be Ridge Racer 
with motorcycles. There are no powerslides, a 
bad crash can end the race, and a good lap 
depends a lot more on skill and knowledge of 
the track than just basic reflexes. It’s much 
more like a sim than the typical Namco racer, 
but it’s no less exhilarating. 

GP gives racing buffs a head start, because 
the seven tracks in the game are all based 
around real-world locations including Suzuka, 
Donington, and Jerez — and they look great. 
Other authentic details include 20 real profes- 
sional riders (each with a snapshot over their 
motorcycles while racing for easy identifica- 
tion), 12 authentic teams to race for, and 32 


different bikes offering varying degrees of 
performance tuning. 

Namco has already done an impressive job 
bringing the graphics from the Super System 23 
arcade hardware to the PlayStation 2. The 
tracks literally fly by at a brisk 60fps in high res- 
olution. When Next Generation sat down to 
play a half-completed version, we were 
impressed by the game’s fluidity and speed, but 
we were given slight cause for concern when 
we crashed. As our bike flipped down the 
pavement, the rider stuck to it as if his hands, 
feet, and rear-end were crazy-glued on. A 
Namco representative claimed that would be 
fixed in later versions, but other issues such as 
the difficulty of analog acceleration using the 
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LAP TIME 


WATCH 
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@ With the camera so 
low to the ground and 
the 60fps frame rate, 
Moto GP really instills 
an excellent sense of 


SITTING DOWN ON THE JOB 


Much like the Ridge Racer and Tekken series of 

games, Moto GP began its life in the arcade. The biggest 
difference between the arcade game, 500 GP, and Moto 
GP has to be the control scheme. Instead of a stan- 
dard controller, the arcade version of the game 
features a full-sized motorcycle shell for players to 

sit on, where they must actually lean left or right 

on the cycle to turn. Unfortunately, due to 

sheer practicality, PlayStation 2 users will have 

to use a dual shock. 


barely adequate X button instead of the right 
analog stick plague the game at this early stage. 
But there’s still plenty of time to iron everything 
out to perfection, and knowing Namco, they'll 
do just that. — Blake Fischer 


4 400.893. m Sipraver 


“A Cratar: 
ce ean mci 


a Mctoreyeles maneuver very differently than cars 
— sliding is very bad — so you really need to slow 
down and then lean hard for a sharp turn 
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@ Monsters all have specific strengths and weaknesses. Learn them, and pick out equipment that gives you the advantage 


@ PLAYSTATION 2 


WARRIORS OF MIGHT AND MAGIC 


™@ Publisher: 3D0 Mi Developer: 3D0 Mi Release Date: Q4 Mf in: US 


New team. New system. Are these warriors finally ready to come out and play? 


Apparently 3DO still believes in the idea we were trying to make an action game,” 
> of a 3D, hack-and-slash fantasy adventure confesses Cloud. “We tried to mishmash too 
set in the Might and Magic universe. Their last much role playing and adventure and realized 
foray into the long-running series, Crusaders of _ that it didn’t work. Here the focus is action 
Might and Magic, was great conceptually but and things that you can apply actions to: more 
not much fun to play (NG 03/00). Yet 3DO has __ traps, more fighting, and more spelicasting.” 
assembled an entirely new team to revisit the The game does take place in the same 
concept for the PS2. Next Generation sat universe as Crusaders, though it features new 
down to play the latest version with the game’s characters and an all-new story line — 
directors, Howard Lehr and Joshua Cloud, and subsequently it was decided not to call the 
both were eager to point out that they aren't game Crusaders 2. In Warriors, you play 
going to stumble over the same ground as Aleron, who's unjustly accused of necromancy, 
their predecessors. condemned to wear a dark mask that’s magi- 

“With Crusaders, | wouldn’t 100% say that cally sealed to his head, and left to die in the 


BLACK OPS 


Creating a PlayStation 
2 game from scratch 
in just eleven months 
is a daunting task, and 
3DO is attempting to 
create not one but 
several games for 
release this year (see 
WDL preview on page 
34). To create a kick- 
ass rendering engine 


ae 


lem Vr in a short amount of 
/ oes & time, 3D0 assembled 
.% the Black Ops depart- 
ment: a pool of the 
* st @ Over the course of your journey you will fight most talented 


monsters that range from half to more than double engineers in the 

your size company working 

% together on the next- 

that the bulk of the gameplay is heavy on generation technology 

free-roaming, weapons-based action. With this that will be fueling 

1 A ioht- 3DO’s upcoming titles. 

in mind, the control has been kept as straight: Gevaralof the 

forward as possible. In fact, according to Lehr, programmers from 

combat is already “very uncomplicated and WoM+M were 

getting less and less so as we keep working pees inthe Brack 
Aes PS group, as were 

on it.” Players have access to buttons for members from teams 


lf something new and cool doesn’t sword swings, magic, jumping, ducking, and all over the company. 


the invaluable lock-on camera, while the left 


happen to me every 20 seconds, stick controls your movement and the right 
something’s wrong.” Director Howard Lehr stick controls the camera. (“You don't need to 


use it because the camera will always follow 
Pit of the Accused (no relation to the Pit of involves gods, monsters, betrayals, and, of behind your character,” says Lehr But, he 
Despair). This is where you begin the game, course, the destruction of everyone in the land continues, “You'll always have mouse-look if 
and after escaping you'll need to seek out a of Ardon. you want.”) 
way to remove the mask from Aleron’s head. While the shortage of actual fighting but- 
This first quest leads you to larger quests, more The evolving story is important to the tons might imply rather simple beat-’em-up 
sinister plot lines, and soon enough the game experience, but it’s not too surprising to find gameplay, things are kept lively by a variety of 


WW The spell effects in 
Warriors are beautiful 
and really take advan- 
tage of the game 
engine's particle system 
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@ The mask you wear is magically bonded to you 
and marks you as a criminal. Your first mission in 
the game is to get the dang thing off, although it’s 


different weapon fighting styles and enemy Al 
types. A two-handed sword, for example, 
might be good at cutting through a horde of 
enemies swarming you, but it’s not the kind of 
thing you want in close hand-to-hand combat 
or against long-range spellcasters. There are 
more than 40 monsters in the game, and they 
vary wildly. Players will need to adopt different 
fighting strategies (as well as armor and 
weapons) to defeat creatures ranging from 


not that easy... 


“The focus is action and things that you can 
apply actions to: more traps, more fighting, 
and more spellicasting.” 


—Director Joshua Cloud 
swarms of knee-high annoyances to a fire- 
breathing dragon ten times your size. 

“If something new and cool doesn’t happen 
to me every 20 seconds, something's wrong,” 
says Lehr regarding the variety of gameplay. 


“That can be a monster | haven't fought before, 
or maybe it’s a puzzle that involves flint and a 
stick of wood and starting a fire. | want 
constant variety.” 

To maintain this level of diversity, the team is 
planning up to 12 major quests as well as a 
number of optional subquests. During the 
course of these quests, you'll not only discover 
new items and magic but also a good deal of 
the game's backstory. While Cloud was keen to 
emphasize the fact that the game will deliver 
more action than any other Might and Magic 
title, he surprisingly still promises it will provide 
“more information about the background of 
the Might and Magic universe than has ever 
been given before.” 

It is an ambitious plan, and seeing as the 
team intends to make it to the shelf with 
Warriors by the end of this year, success may 
come at the expense of the social lives of 
many team members. While parts of the game 
are already up and running — at a nifty 60fps, 
no less — it will still be a race to ensure the 


@ Some of the envi- 
ronments in the game 
are simply huge, yet it 
will hopefully all run 
at 60fps 


: a4 remaining content can be completed and pol- 


ished by the end of a mere II months of 
development. Rushing a title is never a good 
thing, but then again, a little heat and pressure 
can produce diamonds. — Blake Fischer 


Milestones 


Next Generation’s monthly update on tomorrow’s games 


@ Speed is essential, but when an opponent comes this close, a few 
well-placed punches can cement your position 


a, 


also Penrcercnie ways to get to the bottom of the mountain 


@ PLAYSTATION 2 SE I= > This boardercross title has come a 


245) long way since we first looked at 
- this past spring for our May issue. And 
y unless something awful happens in final 
QA, this is going to be an absolute 
must-have for every PlayStation 2 
owner. The sensation of speed is dialed 


™ Publisher: Electronic Arts Ml Developer: EA Sports in, the stunts are tight, the control is 
ni Seen ei Tie solid — even the music is great. The 
graphics have also improved tremen- 
dously. Boarders are smoothly animated 
even when stringing moves together, 
and the Hydro Thunder/Wipeout- 
inspired courses feature retina-over- 
loading color palettes and an endless 
number of alternate routes. To top it all 
off, this all blasts along at a smooth, 
decidedly non-jagged 60fps. 


@ DREAMCAST 


@ Publisher: Ubi Soft Mi Developer: Game Arts 
@ Release Date: December 


> This long-awaited title may finally give the 
Dreamcast an RPG that can compare to 
Square’s epic efforts. Rich, beautiful 3D graphics 
combine with a compelling storyline, dozens of 
memorable characters, and a deep, engaging 
battle system over the course of 50-70 hours of 
estimated gameplay. 


@ The game retains its predecessor’s 
clever battle system: the charge 

time before you can act hinges upon 
on the action you wish to take 


m@ PC 


CONQUEST. FRON 


@ Publisher: Microsoft Mi Dev 


@ The game engine is derived 

> There are plenty of 3D RTS games in largely from the Freelancer engine, 
development, but when the brothers mee ee this game to look 

Roberts are sitting in the producers’ chairs, we o 
pay attention. The (surprise!) space-based & 
action focuses on simultaneous combat across 
2 to I6 maps, and a strong secondary emphasis 
is placed on building bases, maintaining supply 
lines, and the use of Fleet Admirals, who can 
simplify micromanagement and enhance battle 
tactics. The single-player campaign will focus on 
the human-like Terrans, and multiplayer partici- 
pants (eight on LAN, four on the Zone) will 
have two more races to choose from: the 
insectoid, swarming Mantis Empire, and the 
stealthy, energy-based Celareons. 


@ A major part of the game is con- 
structing platforms around your 
planets. They are the critical 
component of your supply lines and 
defensive strategy 


@ PC 


GIANTS: CITIZEN KABUTO 


@ Publisher: Digital Mayhem/Interplay Ml Developer: Planet Moon Studios 
@ Release Date: October 


a I The Reapers are formidable 
sorceresses whose abilities include 
summoning walls of fire, sea 


monsters, or tornados 


If the visual style of this title looks strangely similar to a Shiny game, it’s 
> probably because developer Planet Moon is made up of most of Shiny’s original 
MDK team. We originally previewed this title in NG 06/98 (and again in this August's 
“Twenty Games that will save the PC” feature), and while both the environments and 
models are a bit more detailed, this game's delay is mainly due to Lead Programmer 
Andy Astor’s ongoing bout with cancer, which is now fortunately, in remission. We 
recently received a preview build, which plays less like a strategy title and more like a 
third-person shooter. Each of the three character types (little soldiers with big guns, 
naked, blue, aquatic sorceresses, and a giant monster) has unique designs and 
capabilities, which should lead to some very interesting multiplayer matches. 


High-end game authoring 
is at your fingertips... 
And it's never been easier! 
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Professionals enjoy it’s | y 
6 Degrees of Freedom / Mip and Shadow Map 
ping / Particles, Flare Elects, 1 atic and 
Dynamic At Source 1) Blazing 
fast / Tile Formats: 308, ASC, MDL, MD2, MAL, 
BMP, POX, WAD, MID, WAV, AVL 


CONTTEC.COM s—CONITEC 


Standard Ed, 1.00 / Commercial Ed: $199.00 (Incl: Colored lights, AVL WO24-X 7 olution) 
re sional Fd: $1,250.00 (nel: Client/Server IPX TCPAP, AVE § CD Audio: 


CONITEC DATASYSTEMS Inc. - 


@ Your unit types will vary according to which of the five gods you serve: Charnel, 
Persephone, Stratos, Pyro, or James, the strangely familiar God of Earth 


@ Each location’s appearance corresponds with its controlling deity. For instance, the sky itself is aflame in 
areas ruled by Pyro, God of Fire 


@ DREAMCAST 


TONY HAWK’S 
PRO SKATER 2 


@ Publisher: Activision Mi Developer: Treyarch Ml Release Date: Q4 


> Shiny’s last two releases (Wild 9, 
Messiah) have taken some deserved 
criticism, but Sacrifice (another title 
mentioned in our “Twenty Games that will 
save the PC” feature) looks like a total re’ 

to form for the company that gave us 
Earthworm Jim and MDK. The game itself is a 
fantasy RTS in which the player controls a 
small army of bizarre creatures in the service 
of one of five elementally aligned gods. 
Sacrifice seems to have it all: gorgeous 
graphics, unique yet cohesive visual design, 
and the company’s distinctive sense of humor. 
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@ The models look like they’re sporting a few more polys this time around, 
correcting one of the few criticisms leveled at the DC port of the original THPS 


=»> Although the original has only just arrived 
for DC, work on a port of the sequel 
(previewed for PSX in NG 06/00) is already 
well underway. While everyone is justifiably 
excited about new areas (like Ventura’s Skate 
Street), 13 controllable skaters (three more than 
before, not counting hidden characters), and 
plenty of new tricks, the only thing you truly 
need to know is that now you can build your 
own skate park with a park editor Very cool. 


@ PLAYSTATION, DREAMCAST, PC 


TOMB RAIDER: CHRONICLES 


idos M@ Developer: Core Ml Release Date: Nov 14 


i Believe it or not, the PlayStation version (shown here) will utilize the same engine as the original Tomb 
Raider. It’s supposedly enhanced, but it’s still the same engine 


It seems as if The Last Revelation wasn't exactly true and, while Lara is still presumed dead, 

Players can now relive some of her past adventures as people at her wake reminisce about 
Lara and her escapades. Areas you explore vary wildly from a tropical island to a Siberian base, and 
of course there are some new abilities like tightrope walkin 


mg PC 


DEEP SPACE NINE: THE FALLEN @ 


™@ Publisher: Simon & Schuster M Developer: The Collective M™ Release Date: October 


= Sure, it's getting to be one tired license, 

but this actually looks like a decent third- 
Person action/adventure (from Simon & 
Schuster, no less. Who knew?). Using an 
enhanced Unreal Tournament engine, the game 
lets you choose from three characters (the 
balanced Captain Sisko, the nimble Major Kira, 
and everyone's favorite ass-kicking, Deanna 
Troi-loving Klingon Commander Worf) with a 
dozen different weapons. Built around estab- 
lished DS9 mythology, the plot centers on the 

: recovery of three sacred P’ah orbs and eventu- 
| i = v ally introduces a powerful new race, the incred- 
@ The storyline will be the same no matter which character you choose, but the tasks you must accomplish will change completely ibly regenerative Grigari. 


a ae 4 
IDINGHT CLUB 


STRUT BACTNG 
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ATING PENDING 


= RELEASE DATE: PlayStation 2 Launch 


This title is not yet approved by Sony Computer Entertainment Americal 
PlayStation and the PlayStation logos are re ed trademarks of Sony Computer Entertainment Inc. The ratings ico trademark of the Interactive Digital Software ciation. Angel Studios 


and the Angel Studios logo are trademarks of Ange! Studios. Rockstar Games and the s of Take-Two Interactive Software, Inc. © 1999 hts reserved. 
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@ At this point it is not clear how interactive the 
backgrounds will be, but Square confirms you can use 
other characters to launch a combined attack 
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You’ve got tohand // / 
it to Square... aod 


Nobody over the years can 
claim to have maintained such 
an impeccably high standard of 
game development. The 
company continues to innovate 
on all fronts, astounding us 
with cutting-edge graphics and 
boldly breaking ground that 7 
more timid developers will walk } 
years later. From the simply ; | 
| beautiful shooter Einhander to 


mk, | the richly epic RPG Final Fantasy 


__ IX, Square’s vanguard approach to 
gaming often leaves us breathless. In this 
\ proud tradition, Next Generation pulls 
back the curtain on the company’s latest 
magnum opus... ‘“g 


Format: PlayStation’ 2 ™ Publisher: Square EAS Gaveonsr Square Soft # Pe. 


nly: Square)could be bold enough to marry 
roduction values. of a: Final fantasy game 
ja fighting adventure *** 


When consoles made the leap, from 4 
: © \6~to 32-bit, many game gen’ Sere ., 
blossomed. But the scrolling slugfests Shes xe 


a 50 prevalent in the late ‘80s and early“905 


+ December @ Origin: Japan 


ct gees Pinever quite successfully made the transition, 7 .°3° 

,, ¥) Sure, several developers tried to bringsnads” a, 
the beat-’em-up in 3D with Fighting Force? £3 pes et 
being the perfect example of the r ratty % _ 


notable mediocre attempts. Yet 
where Tekken and Tomb Rai 
32-bit scrolling brawlers fel 
down, compromised combin 
two aforementioned titles — 
adventure for Tomb Raider fans v 
lackluster fighting Tekken player 
to be monotonous. 
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Where’did youttake! Dominique!? 
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But now games are entering a new era, 
powered by seemingly limitless graphics chips and 
emotion engines. Once again, the old rules no 
longer apply, so how Is Square going to bring a 
new dynamic to this dying genre? Their approach 
is simple: Build it in 3D with never-before-seen 
levels of character detail, and drive it with a 
compelling story interspersed with the kinds of 
effects seen in a big-budget action movie. 

Sounds great — but the Bouncer’s story 
certainly isn’t new. 

“Basically the story is ‘go save the Princess,” 
says Square's localization specialist, Nobby 
Matsuo. “She’s kidnapped for unknown reasons 
by this big corporation, and then these three guys 
have to go in and save her. As they go in to save 
her, they run into a lot of situations that shed light 


¥ 


iH / 


I-ls thatgyou, Volt...? 
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As you can see, the character models match the 
quality of those found in Tekken Tag Tournament 


os 


“Street Fighter II, Virtua Fighter, and 
Tekken were all popular in Japan at one 
time. But without a revolutionary system, 


they are a dying breed” 


on why they want her and why she’s so 
important to this corporation.” 

The game is set in the near future, where 
its main character Sion (pronounced see-on) 
works as (can you guess?) a bouncer at a bar 
called Fate. When one of the bar’s favorite 
patrons, Dominique, is abducted by agents of 
the Mikado corporation, Sion and his two 
fellow doormen, Volt and Kou, join forces to 
save her. While rescue missions like this one 
have been the impetus for almost every 


Gt (do : 
But | am notithe Volt you once knew. 
ua » A 


— Producer Takashi Tokita 


scrolling beat-’em-up we've seen, the 
similarities end there. 

As the three characters desperately make 
their way through the urban jungle and into 
the Mikado headquarters, the obstacles they 
encounter — coupled with unprecedented 
detail in the surrounding environments — 
leave us with an impression of the Bouncer 
more reminiscent of the 1979 gangland film the 
Warriors than Streets of Rage for Genesis. 

“You start at the bar” Matsuo says of the 


player’s journey, “and you go to the train 
station. You also have a train battle, and the rest 
pretty much takes place within the Mikado cor- 
poration, and within the corporation there are 
areas such as laboratories and warehouses.” 

In the course of the game — which consists 
of a total of nine stages — players will face off 
against numerous enemies built from 12 
different model types, though some models will 
be used several times dressed in different 
uniforms. And not every enemy will be human. 

“| guarantee you'll run into non-human 
elements,” Matsuo intimates, “not just organic 
or bionically enhanced, but robotic.” 

Ultimately players will confront boss charac- 
ters, including the kidnapper Mugetsu and 
Mikado’s devilishly sexy Echidna. But players will 
confront other NPCs too, including the person 
who taught Sion the martial arts. 


Yet if you’ve already assumed that the 
Bouncer features a cooperative multiplayer 
mode, you’d be completely wrong. The game 
offers a Versus mode, but its Story mode has 
been designed as a single-player experience. 
Before each battle in the Story mode, players 
will select one of the three heroes while the Al 
takes control of the other two and assists you. 
According to Square, different paths in the 
Story mode will unlock different characters, 
which goes the same for the Versus mode. The 
game’s producer, Takashi Tokita, told us at E3 
that he doesn’t think the Story mode will take 


@ The opening bar fight takes place on multiple levels. It’s worth noting the entire scene is fully anti- 
aliased, and PS2’s powerful lighting capabilities are shown off in the neon signs 


@ Square concept art is 
second to none. The 
company has fully fleshed 
out the player’s ultimate 
destination, the secretive 
Mikado corporation 


too long to play through but offers plenty of 
replayability through the multiple paths, and 
depending on how well players do, they can 
receive any of several endings. Also, the game 
enables players to customize their characters, 
and at certain points they'll be able to choose 
special moves that do more damage. 


Next Generation was invited into Square’s 


conference room to watch some combat test 
footage (seen here in the larger screenshots), 

and we very impressed with the modeling and 
animation. 

“There are two types of models for the 
main characters: one for close-ups and for 
facial animation,” Tokita explains. “The other is 
a middle model used for gameplay.” 

To give you an idea of the kind of perform- 
ance Square has extracted from PlayStation 2, 
Tokita reveals that Sion’s gameplay model 
consists of approximately 3000 triangles, but 
his high-poly cut-scene model consists of 6700 
triangles, of which 1700 triangles form his face. 

And like Tekken Tag Tournament charac- 
ters freed from their z-axis bonds, the three 
main characters moved freely through 
spacious 3D environments, unleashing 
numerous fighting moves on Mikado forces. 
Most of the demo was set in the game’s 


THE TALENTED 
MR. TOKITA 


It was only a matter of time before the spotlight 
shined on someone at Square other than the distin- 


although it’s not surprising that Bouncer Producer 
Takashi Tokita worked under the guidance of 


joined full-time in 1990, after which he held director 
positions on some of Square’s finest titles, including 
but not limited to Final Fantasy IV, Chrono Trigger, 


guished creator of Final Fantasy, Hironobu Sakaguchi — 


Sakaguchi on the original Final Fantasy. Tokita started 
at Square in 1986 as a part-time graphic designer and 


@ This futuristic Mikado 
shuttle craft (top) Is 
piloted by guards. But 
Sion, Volt, and Kou will, 
at some point, take 
command of it 


ES 


Final Fantasy VII, and Parasite Eve. And, as is obvious to 
any Final Fantasy fan, the Bouncer features the company’s most recognized 
character designer, Tetsuya Nomura, who is best known for his stunning 

character design in Final Fantasy Vil and Final Fantasy VIII. 


») , 


Pa 
Then letis wee em! 


. You'resgoing to needimore than 
“They're, Mikado’s special forces!" * 


that to stop me. , 


Who do you tile talking to? 
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lf The levels feature of variety of sophisti 
objects such as this classic car 


opening bar room, where neon signs and a 
very realistic-looking Wurlitzer jukebox cast a 
warm glow to create a gorgeous realtime 
atmosphere. Other visual effects include 
depth-of-field camera work and motion blur 
on the characters. Yet this almost goes 
unnoticed with all the fighting in the fore- 
ground. We counted seven highly detailed, 
smooth-skinned characters fighting onscreen 
simultaneously with no slowdown. 

“These characters are very realistic,” says 
Tokita. “They don’t look like characters from 
comic books. We want to avoid cartoon-like 
movements seen in Dragonball. If we gave 
them a movement where a fireball is shot 
from their mouth, that really doesn’t work.” 


Is it realistic enough to include realtime 
damage modeling on the characters? 

“No, we couldn’t do that,” says a chuckling 
Tokita. “Because if we did, their whole bodies 
would be black and blue!” 

This short clip of combat inspired a 
number of other questions. How does the 
blocking system work? Can the characters use 
weapon?? Tokita kindly declined to answer 
them at this point, possibly because the 
gameplay was only just coming into place. 
Until recently the team has been focused on 
developing the characters and cut scenes first. 
Why? The designers believe that by creating a 
life for these characters first, they'll then be 
better suited to build out unique gameplay 


NOTHING NEW 
UNDER THE SUN 


When the girl gets kidnapped, it’s up to the guys to take to the streets and rescue her — something we've only seen in about 


30 other games. But it’s rather memorable here, in the 1987 Taito coin-op classic Double Dragon. 


TST 


that reflects the characters’ personalities. 

In fact, Square’s production process for this 
title is more akin to the way Disney creates its 
animated films than traditional game develop- 
ment. Square started the process by recording 
the voiceover and videotaping the voice 
actors to assist their team when it came time 
to animate the facial expressions in the 
models — which is something Disney has 
done for years. 

“The voiceovers are also very important to 
us,” says Square Product Manager Kenji 
Mimura, “because this is the first PlayStation 2 
game that will have full voiceover over CG- 
animated movie footage.” 

The game features a very impressive CG- 
rendered intro, and throughout the game the 
player will be treated to full dialog with many 
in-game cut scenes. The voice work was 
actually done in English first, by Zero Limit in 
Japan (who were also responsible for the 
English versions of the anime films Ninja Scroll 
and Ghost in the Shell). 

To get the cast right for the Bouncer, the 
team listened to more than 200 tapes and 
ultimately decided on 12 main character 
voices, although if you include the minor 
characters, the total is more than 20. 

Like master craftsmen, Square will weave 
the cinematic story in and out the gameplay, 


revealing more and more about the characters 


as the game progresses. 

“Whatever character you use the most,” 
says Matsuo, “you'll get the most details on. 
With Sion, you'll learn he has a dark past. He 


loses his girlfriend in an accident, which causes 


him to be more introverted. You'll learn about 
the death of his girlfriend and how that 
actually ties into the story.” 

Tying a cinematic story to a fighting game 
isn’t an easy task. Will it get audiences excited, 
and how will Japan react to this? We asked 
Tokita if he thought fighting games were still 
popular in Japan. 


“As you may all know,” he responds, “Street 


Fighter Il, Virtua Fighter, and Tekken were all © 
popular in Japan at one time. But without a 


iv, Ln 


ater” anid, 


Sion, move it! 
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revolutionary system, they are a dying breed. 
In the Bouncer, with the 3D system, | promise 
that a new type of fighting action element can 
be enjoyed.” 

As more fighting gameplay is incorporated, 
we'll see if Tokita is right. Whether or not the 
game is a smashing success, Square is to be 
commended for its brave rethinking of the 
production process. Should it succeed in 
breathing new life into this stalled-out genre, 


the Bouncer could quickly become the hottest 
ticket for the PlayStation 2. — Tom Russo 


§ If you consider Japan’s launch games as the first generation of PS2, 
this title’s elaborate architecture sets the standard for the second 
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-BROADBAND 


A brave new approach 
for online games — or the 


same old route, only taster? aw 


How will broadband really enhance our gaming 
experience? In this investigative report, Next 
Generation blows away the smoke, smashes the 
mirrors, and kicks the ass of the man behind the 
curtain to bring you answers 


Much like the dreaded term 
“multimedia,” “broadband” is 
one of those buzzwords, 
heavy with indeterminate and 

uncertain promise — a word ten 

different people can use to mean eleven 
different things. On the most basic level, 
when companies use the word 

“broadband,” they’re talking about the 

extra bandwidth that digital technologies 
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will bring to our communications 
infrastructure. Essentially it means more 
stuff going faster over the Internet. But 
on a more ambitious level, when 
companies use the word “broadband,” 
they’re talking about a sweeping revolu- 
tion. What will this revolution do for 
gaming? Will it change the games we play, 
the way we play them, and the way we 
get them? 


Unfortunately, the answers to these 
questions aren’t always clear, and they vary 
depending on who’s talking. Many game 
companies have a vested interest in 
portraying broadband as an imminent 
widespread change. This is particularly the 
case with Sony and Microsoft, who are 
building broadband connectivity into their 
respective next-generation consoles, 
PlayStation 2 and Xbox. But 
even the most optimistic 
analysts admit that over the 
next five years, most consumers 
will still use dial-up connections 
to access the Internet (see sidebar). Game 
companies providing content and hardware 
for broadband connections are building on 
foundations that don’t exist yet. Their pre- 
dictions that broadband is just around the 
corner are equal parts wishful thinking and 


I think you're 
going to see 
(hroadband- 
specific games] 
in the next 12 to 
18 months. It’s a 


proselytizing. commercially 
: ‘ viable 

Riders on the Fat Pipe opportunity 

Even though broadband may not be main- x 

stream any time soon, there’s no denying right now 


that it is a significant motivating force for 
game developers. Thirty-five percent of the 


We spoke with three technology research groups who make it their 
business to predict these things. The current number of households 
that access the Internet with broadband connections is somewhere 
around two million. The rate of growth over the next three years 

depends on whom you ask. 


By the end of this year 


Jupiter Communications — 
Forrester Research — 
Yankee Group — 


By the end of 2003 


Yankee Group — 
Jupiter Communications — 
Forrester Research — 


16.6 million households 
15.3 million households 
22 million households 


One thing on which all three organizations agree, however, is that 
broadband will continue to serve a minority of consumers. “Dial- 
up is for now and for the foreseeable future the means of 
accessing the Internet in the U.S.,” says Michael Goodman, a 
senior analyst with the Yankee Group. Among the many obstacles 
to broadband are the technological and geographic limitations, 
prohibitive pricing that doesn’t look like it will fall below $40 a 
month, and a lack of uniquely broadband content and applica- 
tions. For instance, email access was the equivalent of a “killer 
app” that drove people to get dial-up connections to the Internet. 
Currently, there’s nothing like that to drive people to broadband 
connections, although Sony and Microsoft are striving mightily to 
assume that role with their console systems. The most optimistic 
prediction is that by 2003, one-third of all households connected 
to the Internet will do so via broadband. But even then, the other 
two-thirds make up a pretty substantial majority. 


80 NextGen 10/00 www.DailyRadar.com 


— Verant CEO Kelly Flock 


% 


people playing Everquest do so via 
broadband connections, according to 
Verant CEO Kelly Flock, and he says that 
broadband-specific games aren't far off. “I 
think you're going to see those in the next 
12 to 18 months,” he says. “It’s a commer- 
cially viable opportunity right now. ... 
There’s enough of an installed base with a 
high interest in gaming to support a com- 
mercial endeavor.” 

But what will such an endeavor look 
like? When we asked people in the industry, 
the pictures painted weren't exactly revolu- 
tionary. “We're really talking not so much 
about the dynamic of multiplayer gaming 
but the delivery method,” says Sony Online 
Entertainment's Scott McDaniel. “Obviously, 
you can push more content down the pipe, 
better frame rates, better resolution, voice, 
video, etc. With Everquest, broadband will 
allow us to pump more actual info without 
worrying about lag, but | don’t see it 
dynamically changing the actual game the 
consumer plays.” He suggests that 
broadband would also allow things like 
video segments on Sony’s Station.com 
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@ When first introduced, Verant’s online fantasy world represented the cutting edge of online 
gaming. Everquest has been available for 18 months and is now played by more than 200,000 
monthly subscribers, generating almost two million dollars a month. According to Verant’s Kelly 
Flock, the potential is there for a broadband-only title that captures the interest of an audience of 
hardcore online gamers. It should be noted that 35% of Everquest users connect via broadband 


online gaming service. “We could use it for 
our Jeopardy franchise. Imagine getting the 
question ‘What video was Courteney Cox 
in?’ Well, with broadband, we could actually 
show you a clip of the video instead and 
ask, ‘What actress got her start in this 
video?” This hardly sounds like the stuff of a 
revolution. 

For a few more glimpses available of 
what we might expect, take a recent 
announcement from Square. The master- 
minds behind the Final Fantasy series will 
launch PlayOnline this winter in Japan to 
support the multiplayer aspect of Final 
Fantasy X and XI for the PlayStation 2. Final 
Fantasy XI appears to be a multiplayer-only 
game that could be the console equivalent 
of Everquest. PlayOnline will be a global 
service with localized interfaces for 
different countries. Square EA President Jun 
Iwasaki, the man responsible for the service 
in the United States, explains that Square 
sees the Internet as a unique platform unto 
itself and plans to offer its PlayOnline 
service to gamers with dial-up or 
broadband connections. At the Square 
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Millennium event held in January, the 
company announced it was developing a 
realtime text translation function that will 
enable people of different languages to 
communicate. 

Other developers suggest broadband 
will enable realtime voice communications 
that are not only quicker but clearer. 
Without having to be squeezed through a 
harsh compression routine to 
save bandwidth, voices will 
sound better. Conversations 
with multiple speakers who can 
all be heard simultaneously will 
be much easier to support over a 
broadband connection. 


Some of the people we talked with speak 
in much more grandiose terms when 
discussing the impact of broadband. Phil 
Harrison, vice president of Sony Computer 
Entertainment’s Research and 
Development, has become a sort of evan- 
gelist for broadband ever since Sony CEO 
Nobuyuki Idei announced at last year’s 
investors meeting that Sony was essentially 
restructuring itself around broadband con- 
nectivity. Oddly enough, the PlayStation 2 
will not ship with a broadband connection; 
it will be available as an add-on after its 
release in the United States. But this 
doesn’t stop Harrison from talking about 
the PS2’s broadband support with phrases 
like “change the paradigm of the software 
experience,” “a complete shift in the way 
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@ EA.com is not going broadband anytime soon. The new site targets users who like free online 
novelty games. EA’s rollout includes emulated Genesis games such as Road Rash Il and shockwave 
titles like this three-point shooting game. Games for serious gamers are being designed for next year 


you consume entertainment,” “reinvents 
the entertainment experience,” and “a new 
world of computer entertainment that isn’t 
available any other way.” 

But when asked for examples of what 
this new broadband paradigm would look 
like in gaming, he deflects the question. 
Instead, Harrison talks in broad strokes: 
about ease of use (“What we're endeavor- 
ing to do is make it as simple as switching 
on TV”), widespread appeal (“The future of 
the platform will be determined by how far 
and how broad we can take the product 
offering”), and family-oriented entertain- 
ment (‘The family and parlor games that 
you see on the PC are going to be much 

more appropriate in the living 
room, around the TV, with the 
whole family”). 

A popular theme among 


Plbcieierictepaa Sony folks is the PlayStation 2’s support for 
Computer Entertainment digital video connections. Harrison suggests 


@ Getting Sony’s broadband 


network up and running in Japan 


will require the use of the 


external hard drive shown here. 


The PlayStation 2 designed for 


the United States will feature an 


expansion port in the back 
where the hard drive will 
conveniently fit 
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we'll have a hundred thousand Blair Witch 
Projects uploaded to the Internet by 
budding filmmakers using the PS2’s “3D 
special effects capabilities to create some 
fantastic digital effects for [their] movie 
masterpieces.” Patrick Kearney, the director 
of broadband productions at Sony Pictures 
Digital Entertainment, paints a picture of 
grandma setting up hypothetical “video 
mail” to see her grandchildren 

open their presents on 

Christmas morning. It may be 

very cyber-Norman Rockwell, 

but what will it do for gaming? 

The lack of specifics makes us wonder 
whether this talk of broadband has much 
relevance for gamers or if it’s just part of 
Sony’s way to convince the mass market 
that the PlayStation 2 is the be-all and end- 
all of home entertainment. We wonder the 
same thing talking to Harrison’s counter- 
parts at Microsoft working on the Xbox, 
which unlike PlayStation 2 will ship with a 
broadband hook-up in the box. We asked 
Xbox General Manager J. Allard what effect 
broadband will have on the kinds of games 
we play. “Where [broadband] comes into 
play is more around what | call episodic 
content,” he says, “where you can have a 
game’s value and content grow beyond the 
retail purchase. You go to a store, you buy a 
driving game, and it comes with eight tracks 
and six cars. You could earn a seventh car 
that’s available only on the Web. A new 
track might be released. The worldwide sta- 
tistics for that racing league get down- 
loaded every night and stored on your 
system.” Allard doesn’t mention that in this 
situation broadband is just added speed; 
you could do all this with a conventional 
modem connection, only at a slower pace. 


Both Allard and Harrison Pea 
downplay dial-up connections. 
Allard explains Microsoft’s decision to throw 
its lot in with broadband by highlighting the 
comparative speed of broadband connec- 
tions to dial-up modems. “We could have 
made the compromise and said, ‘Gee, for 
the next two years a lot of people are still 
going to want to use dial-up modems.’ We 
could have hedged our bets and bet on 
today’s technology, but instead we bet on 
the future and we made a no-compromises 
choice to say 100-megabit networking is far 
more interesting than 56k networking as 
our default.” Harrison implies that a dial-up 
modem just isn’t compelling enough for the 
PlayStation 2. 

“We feel that the kind of rich media 
entertainment experience,” Harrison 
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Where 
[broadband] 
comes into 
play is more 
around what 

| call episodic 
content. 


— |. Allard, Xbox general manager 


Until 
broadband 
becomes 
mainstream, 
which many 
analysts say is 
five years away, 
at least, we've 
got to think 
primarily about 
our narrowband 
customers. 


— Charles Belfield, director of 
communications, Sega of America 


continues, “that a PlayStation 2 video game 
user is going to be used to, demands that 
we maintain that [standard] when we take 
them into a network-connected world. Just 
because you're online, we don’t feel you 
should get a lesser experience than playing 
Offline... There will be ways to get dial-up 
connectivity onto the PlayStation 2, but 
that’s not our main strategic focus.” 
However, dial-up modems will be available 
as add-ons for both the PlayStation 2 and 
the Xbox, which makes us wonder how 
integral broadband will be if these systems 
will also work with 56k connections. 

Sega’s strategy is the polar opposite of 
Microsoft’s and Sony’s. “If my competitors 
continue to alienate their consumers, I’m 
really happy,” says Charles 
Bellfield, Sega’s director of 
communications, who points 
out that well over 90% of all 
households connected to the 
Internet use dial-up modems. “Sega is 
implementing a narrowband strategy with 
an intention to upgrade to broadband as it 
becomes more widespread,” Bellfield says. 
“Until broadband becomes mainstream, 
which many analysts say is five years away, 
at least, we've got to think primarily about 
our narrowband customers.” 

But someone will have to lead the way 
to mainstream adoption, and Verant’s Kelly 
Flock sees gamers doing it. “A lot of tech 
adoption,” he says, “particularly in the PC 
arena, has been by the dedicated gaming 
audience. You would not have 3D-acceler- 
ated graphics as a standard in your PC now 
if not for the gaming community. You 
wouldn’t have sound cards and speakers. 
You wouldn’t have this tremendous 
number of innovations driven by the early 
adopters, who tend to be heavily focused 
towards the entertainment side of it. In 
every instance where you're seeing the 
gaming audience adopt technologies that 
are ahead of the curve, you eventually see 
that become incredibly widespread.” 


How Do You 
Want to Play Today? 


But as Flock points out, this has been the 
paradigm in the PC arena. Whether this 
will work with consoles remains to be 
seen. For broadband console gaming to 
take off, won’t console games have to 
become more like PC games? Multiplayer 
gaming on consoles has always been a 
shoulder-to-shoulder affair, with a few 
people sitting on a couch in 
front of the TV. PCs, on the 
other hand, lend themselves 
more readily to networking 
environments, where everyone 
plays on their own computers. But when 


Whatis 
Broadband? 


Broadband is a term that encompass- 
es several different types of digital 
connections to the Internet. The most 
common is the cable modem, which 
accounts for about three-quarters of 
the broadband connections in the 
United States. Cable modems use 
your cable line to connect you to the 
Internet through a server located at 
your cable company. The second most 
common type of broadband connec- 
tion is the digital subscriber line 
(DSL), which piggybacks a digital 
channel through your phone lines. The 
drawback of DSL is that your connec- 
tion has to be located within a few 
miles of a special hub set up by your 
phone company. 


What Difference 
Does Broadband 
Make? 


The biggest contribution broadband 
makes to communications and gaming 
is that it sends signals faster. This is 
mainly because a broadband connec- 
tion eliminates a dial-up modem’s 
time-consuming process of modulat- 
ing and demodulating information. 
Modems have to translate a digital 
signal into an analog signal (modula- 
tion), send it across a phone line to 
another modem that translates the 
analog signal back to digital (demodu- 
lation), and then receive a reply that 
goes through the same process over 
again. By cutting this step out of the 
process, a broadband connection 
shaves off more than 100 precious mil- 
liseconds, reducing the lag time 
caused by analog translations. 
Broadband connections are also 
wider, meaning they can accommo- 
date more data on the same channel; 
hence the phrase “fat pipe.” 


Microsoft’s Allard explains why he thinks 
this model will work for consoles, he 
doesn’t describe anything consoles gamers 
don’t already get when they’re next to each 
other in the same room. “Network gaming 
offers a much richer dynamic,” he says. “It’s 
much more interesting for people to play 
against intelligent human opponents rather 
than well crafted Al opponents. It brings the 
social dynamic of gaming to the next level. 
It’s really our belief that five years from 
now, people are going to feel the same way 
about network gameplay that they feel 
about network computing: that it’s a 
necessary part of the experience and if 
you’re not connected, it’s not fun.” 
Traditionally, the most popular multiplay- 
er console games have been fighting games 
and sports games that share the same 
screen or splitscreen driving games. With 
the exception of Rare’s GoldenEye, the first- 


person shooters that are a 

staple of PC multiplayer 

gaming haven't taken hold on 

consoles. Will console gamers 

Play the same games they've always played 
in a networked environment? Will they play 
the first-person shooters and realtime 
strategy games that are popular on PC? In 


second, playing 
all likelihood, we'll see modified versions of 
these genres retooled to work better on on the Internet... 
consoles. But one thing is clear: four players We have content 
splitting one screen isn’t likely to be missed. 
Yet the question still remains: How here and now 
crucial is broadband connection to all of i 
this? According to EA.com Vice President of nee ay 
nharrowvan 
environment. 


Marketing and Sales Mark Blecher, high-end, 
— Charles Belifield, Sega 


ACES, we had 
NFL2K7 online, 
running at 60 
frames per 


multiplayer console gaming just isn’t going 
to be possible with a dial-up connection. “I 
don’t know,” says Blecher, “how Sega plans 
to make the Dreamcast games happen in 
the narrowband.” 


@ You won't heed a broadband connection to play NFL 2K/ online, but how dependent will it be on 
Sega’s proprietary network to avoid lag? We'll know more when the network fully launches on Sept. 9 


Sega’s Bellfield, however, is quick to 
Point out what the Dreamcast can already 
do: “At E3, we had NFL2K/ online, running 
at 60 frames per second, playing on the 
Internet.... We have content here and now 
working on a narrowband environment.” 
But there are indications that some next- 
generation titles won't support narrowband 
connections. Epic’s Unreal Tournament for 
the PlayStation 2 will not support multiplay- 
er games across the add-on modem. Once 
it’s been patched, however, it will support 
multiplayer games using the system’s 
broadband connection. 


A patched console title? The 
PlayStation 2 version of Unreal 
Tournament will not support the 
broadband connection when it 
hits the shelves, because the connection is 
an add-on that won't be available until after 


the game is finished. This means 

Epic will have to patch the game 

after its release. This is another 

way that broadband connections 

will indirectly affect console games: devel- 
opers will have a link to the consumer after 
retail purchase. Since the PlayStation 2 and 
Xbox will have hard drives with their 
broadband connections, games can be 
modified or expanded after their release, 
which goes back to Allard’s concept of 
episodic content, whereby developers can 
offer new features to be downloaded. 
Sony’s Harrison describes the same 
concept as “hybrid content.” “You go and 
buy a game from your retailer,” he says, 
“and there are ways you can extend and 
expand that experience via network con- 
nectivity.” But he notes that you don’t nec- 
essarily need a broadband connection for 
this. “You either need a fat pipe or a lot of 
time,” he says. 


The Broadband 
Shopping Cart 


The ability to download game modifications 
has always been present on PCs, but with 
the extra bandwidth of broadband, it has 
wider implications. Perhaps one of the 
most controversial aspects of broadband 
gaming doesn’t have much to do with 
playing games but with the way you get 
your games. By taking advantage of how 
much data can be moved through a fat 
pipe, some companies are exploring 
broadband as an alternative to brick-and- 
mortar retail stores. The phrases “digital dis- 
tribution” and “software on demand” are 
used to describe what companies like Into 
Networks, Media Station, Stream Theory 
and Yummy.com are doing with PC games. 


i don't know 
how Sega 
plans to make 
the Dreamcast 
games happen 
in the 
narrowband. 


— Mark Blecher, vice president of 
Marketing and Sales, EA.Com 


Each of these companies is accomplish- 
ing the same thing — giving consumers a 
broadband alternative to driving to the 
store to buy a game — but with a slightly 
different approach. Media Station simply 
offers a direct download onto your hard 
drive, You buy a game and install it from 
their server rather than from a 
CD-ROM. But Into Networks 
streams the game from their 
server while you play it, essen- 
tially tricking your computer 
into thinking the game is installed. 
Yummy.com does the same thing, but 
without Into’s geographic limitations. “If 
your pipe is big enough, you can play us,” 
says Yummy.com Chief Technology Officer 
Brody Desimone. These companies will 
charge flat monthly fees in the neighbor- 
hood of $10 for access to most of their 
games, but certain premium titles will only 
be available only on a rental model at $3 to 
$4 for two days of play. Stream Theory, 
however, is a straight shot to the actual 
game publishers; rather than serving as a 
middleman for selling older titles, Stream 
Theory is positioning its technology as a 
RealPlayer-style front end to download a 
game directly from the publisher. 
“We've become what VCRs were to the 
movie business,” says Into Networks 
Director of Strategic Development Colin 


Matthews. “Twenty years ago, [Motion 
Picture Association of America President] 
Jack Valenti was banging his fist on the table 
saying video would kill the movie business. 
But instead it really grew the business. You 
rent movies you normally never would have 
seen. We think the same thing will happen 
for game publishers. A game will run in 
retail, they'll make their retail dollars, and 
then it will go to online distribution.” 

Digital distribution as a sort of online 
bargain bin? This image is reinforced by the 
fact that publishers seem reluctant to offer 
titles online when they’re first released. “I 
think the inclination is to continue to work 
with our retail partners with the new 
releases,” says Laura Tomasetti, vice 
president of public relations at Hasbro, “and 
look to broadband as something to supple- 
ment with our catalog titles.” Tomasetti 
defines “catalog titles” as games that have 
been out for more a season. 

However, Yummy.com seems to have an 
ace up their sleeve, claiming that one 
publisher has promised to give them one of 
this year’s holiday releases on the same day 
it’s launched at retail stores. However, they 
weren't able to disclose what that title was 
yet. As these services are being rolled out, 
the company is still in negotiations with 
many publishers and couldn’t say too much 
about which titles will be available. 


@ Unreal Tournament wilt ship 
for PlayStation 2 and later will 
be patched to play online via 
Sony’s broadband network 
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be seen whether consumers accept this as 

However, the company has secured deals a substitute. 
with Activision, Infogrames, and Eidos, and 
titles in Yummy’s rollout include Tomb 
Raider 3, Commandos, and Battlezone Il. 

We were intrigued to find the latest 
add-on for RollerCoaster Tycoon available 
from Into Networks. Perhaps expansion 
packs, which generally don’t perform very 
well on the retail shelves, will find new life 
with digital distribution. But 
Verant’s Kelly Flock explains that 
retail is still an important factor: 
“You're still going to want to 
have that retail shelf space 
presence as a marketing avenue and as a 
convenient means of distribution and as 
value added. We could have made the 
[Everquest expansion] Ruins of Kunark 
available as a download, but clearly people 
want to have the new package. They want 
to have the poster. They want to have the 
tchotchkes that are included in that. There’s 
a certain feel you get when you actually 
have the box in your possession.” Hasbro’s 
Tomasetti also points out that some games 
aren’t necessarily well suited for online dis- 
tribution. “Some games you just have to 
have a manual,” she says. “You look at 


Let the Games Begin 


The most encouraging development in this 
alternative to retail is that it may eventually 
loosen the retail stranglehold on game 
development. Mark Surfas, president of 
GameSpy, a free multiplayer interface that 
supports most multiplayer PC games, thinks 
we'll see more variety as this model gains 
acceptance. “Many game developers and 
Publishers will be able to return to the 
roots of computer gaming: the develop- 
ment of smaller-sized games that are easily 
distributable,” he says. “In today’s environ- 
ment, the availability of shelf space at the 
game retailer often determines whether a 
game can achieve any success. This really 
limits what the gaming audience gets 
exposed to. Smaller, bite-sized, less costly 
games don’t stand a chance. When games 
can sell well via online distribution, we'll see 
more game variety.” 

World Entertainment Broadcasting 
Corporation, or WEB Corp, is an 
example of how this might work, 
although they’re fully aware that 
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Grand Prix 3, for instance, and you really possession. they have to support narrowband 
need that 80-page manual.” Many digital —Verant CEO Kelly Flock connections to reach the widest 
distributors are making manuals available as potential audience. The company is publish- 


downloadable PDF files, but it remains to 
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ing episodic games based on the shareware 
model: the first level will be free, and then 
there will be a charge of around $5 for 
each additional level or chapter. WEB’s Jim 
Perkins is bullish, to say the least, on this 
model of distribution. “It’s going to be the 
death of retail, once and for all, in terms of 
getting interactive entertainment,” he 
diagnoses, predicting that it will all be 
online in two to three years. “I think 
broadband is just going to be the final nail 
in the coffin.” 


The Fat Pipe Smoketh 


At this point, the only concrete evidence 
we have that broadband technology is 
changing gaming comes from the 
companies developing online distribution 
methods — hardly a revolution in the way 
we actually play games. Still, if Kelly Flock is 
to be believed, games designed to specifi- 
cally take advantage of broadband technol- 
ogy could come as soon as a year from 
now. Next Generation is of the firm belief 
that people are working on broadband- 
specific games, but getting those involved 
to talk about them is another matter. For 
example, we asked Rockstar Games to 
discuss the company’s new venture, entitled 
Pixel Broadband studios. 

“We're not talking about it just yet,” says 
Rockstar CEO Terry Donovan, “as we would 
prefer to maintain our competitive 
advantage. We'd rather have something real 
to show you first.” (Interestingly, Sony’s Phil 
Harrison happens to sit on the board of 
Pixel Broadband studios.) 

There’s also been a lot of hushed talked 
at LucasArts about Star Wars massively 
multiplayer online game, being co- 
developed Flock’s own Verant and 
scheduled for release next year. Will it be 
broadband-only? LucasArts is officially not 
discussing the project until it is further 
along in development. 

Seeing as the representatives from the 
companies responsible for pleasing hardcore 
gamers have almost sworn to a mutual code 
of silence, we'll leave the last words to 
Robert Harris. As vice president of AOL's 
broadband strategy, he’s squarely focused on 
the technology and the mass market. 

“| don’t think broadband will change the 
core of the Internet,” he says. “People will 
do what they’re doing now, they'll just do it 
faster.” And until someone proves 
otherwise, while faster may be better, it’s 
ultimately not very different. — Tom Chick 


When not attempting to decode the 
riddle-laden doublespeak of tech execu- 
tives, Tom Chick is a Los Angeles-based 
writer who frequently contributes to 
www.DailyRadar.com 


Profile 


THE XBOSS: 


AN INTERVIEW WITH 
ROBBIE BACH 


Microsoft’s top Xbox exec tells us how a company with no console 
experience plans not only to break into the market, but to win 


Next to the guy making the Diablo II 
> boxes, Robbie Bach is the busiest man 

in the videogame industry. A longtime 
Microsoft executive whose campaigns include 
stints with both Microsoft Office and Windows, 
Bach signs off on everything regarding the 
worldwide Xbox launch and reports only to 
Steve Ballmer and Bill Gates. You might think a 
veteran Microsoft executive in charge of a 
global product launch would be a stone-faced, 
corporate stalwart, but Bach is as friendly and 
good-natured as they come. 


Next Generation: In our August issue, we 
revealed how several key Microsoft employees 
conceived the Xbox project. How did 
Microsoft’s executive staff come to realize the 
importance of the console videogame market? 
Robbie Bach: | think the first time where Bill 
[Gates] and myself really got serious was at the 
executive staff retreat last year, which was a 
year ago February. Usually there is a designated 
set of topics. At this retreat we got a chance to 
propose our own topics, so we proposed to 
talk about the console market and what 
Microsoft’s role should be in light of the change 
in the mission to focus on any time, any place, 
any device. Bill actually proposed his own topic 
and then decided not to go to it. When it 
changed to our topic, he joined up for about 
an hour and a half on that initial discussion. 
He’d obviously thought about the topic in the 
Past, but I think that was the first time he had 
people in the room who had spent some time 
in the gaming market — who had some 
expertise and some insight — and that got him 
really engaged. From that time forward he was 
very interested in driving the process for 
understanding how we could be more 
successful in that marketplace and how we 
could tap into the strength of that marketplace 
as a whole. That’s where things really got 
started. | was in that working session there, 
and then | got heavily engaged in the June-July 
time frame when it became clear, from a 
technical perspective, that we had more of a 
plan. | got involved in figuring out how we 
would work with third parties, how we would 
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work with a retail channel, and how we’d build 
this into a great business for Microsoft and for 
the games industry. 


NG: Taking on the other big console manufac- 
turers is no small feat. So where does Xbox fall 
in the hierarchy of Microsoft’s priorities? 

RB: Xbox is in the top two or three major 
investment projects. In fact I'll be giving a 
briefing to financial analysts that will be very 
focused on the Xbox and the investment 
Microsoft’s making — why it’s strategic, why it’s 
important, and why we’re so committed to 
this. There will only be two or three of those 
kinds of investments that are being highlighted 
during that day. Most of the day obviously will 
be spent on our .Net initiative, Office, and 
Windows, but there’s two or three major 
investments the company’s making in new 
areas, and Xbox is clearly an important one in 
that context. Another way to measure its 
importance: Bill doesn’t stand up on the stage 
and make the kind of announcement we made 
at GDC (NG 05/00) without the company 
being very firmly and dramatically committed 
to being successful. That was a very high-profile 
event. We are entering a new category, and, as 
you Say, you compete with some established 
and well known competitors. That’s not 
something we take lightly. 


NG: Sega’s Dreamcast network goes live on 
Sept. 9. How do you think it will be received? 
RB: You know we have a lot of experience with 
online gaming. To be honest | think they’re 
going to have a hard road to hoe. Online is 
incredibly important and will be a key part of 
what we do with Xbox, but it’s our belief that 
it’s in the broadband marketplace, not a 
narrowband marketplace. The content you can 
provide in the narrowband world isn’t the kind 
of content that’s going to generate broad 
appeal. People don’t want their gaming devices 
to be an online browsing device, they want 
their online gaming device to be an online 
gaming device. I’m convinced that’s going to be 
the right perspective, and the Xbox online 
gaming experience will be second to none. 


Sega is in a tough position. They've launched 
their product. Their platform is known. It’s 
fixed, and now, in the next year to 18 months 
they have Sony launching in the United States 
and Europe, Microsoft launching, and Nintendo 
launching. There’s going to be a lot of money in 
development dollars spent to make those 
platforms successful. 


NG: Can you estimate how much money 
launching Xbox is going to cost Microsoft? 

RB: Well it’s hard to do that, in part because 
some of it depends on how you want to 
categorize certain sets of cost. Take for 
example DirectX. How do | factor that into 
what we’re doing? The marketing alone for this, 
if you look, will be the single largest marketing 
launch Microsoft’s ever done — bigger than 
Windows 95, bigger than Windows 2000. | 
worked on Office for five and a half years. | 
launched three versions of products there. 
We'll spend more in one year on Xbox than 
we’ve spent in five years of building the Office 
business. It’s a consumer market. It’s a big 
investment. The marketing alone is hundreds of 
millions of dollars. [ Ed. note: Following this 
interview, Bach revealed his $500-million 
marketing budget to analysts.] 


NG: Considering the similarities between Xbox 
and PlayStation 2 (target audience, DVD format, 
price point, a planned PS2 hard drive), what 
really separates the two machines? 

RB: | actually think there are very few things 
the two machines have in common. There is a 
lot of overlap in the audiences. Once you get 
past that, the products are fundamentally 
different. Whether it’s memory architecture, 
quantity of memory, the way we thought about 
online. Our focus is on a gaming console, 
Sony’s focusing on some home consumer 
electronics device rather than a gaming device. 
They have a bolted-on hard drive that wasn’t 
really there by design. Our graphics technology 
and audio technology are fundamentally 
different and better. There’s little or nothing 
Sony can do about that. People are going to be 
able to produce better games on our platform. 


& The Five-Hundred Million Dollar Man: 
Robbie Bach holds Microsoft’s half- 
billion dollar checkbook — the entire 
amount is to be used launching Xbox 
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E-Profile 


That’s what’s going to make Xbox stand out, 
and it is the thing that matters. 


NG: You’re the top man on Xbox. Have you 
actually played an Xbox game yet? 

RB: | don’t think anybody has really played an 
Xbox game — yet. We have code running, [but] 
saying you played a game at this stage... | think 
that would be a little bit unfair. So no | haven't. 
Have | spent a lot of time with the software, 
and working with the first-party guys, and 
looking at third-party ideas in conference? Yeah, 
| have. 


NG: Given that it’s about a year from launch, 
are you at a point now where you've pretty 
much secured your launch lineup or at least 
titles that you'd like to see at launch? 

RB: We're right at that point. We're very close. 
What ends up happening right now is that 
there are a lot of people working on titles, so 
there’s plenty of work going on, but that 
doesn’t mean that we’ve made final selections 
for the launch itself. There’s a lot of factors that 
go into deciding which titles are going to be in 
the launch because we're going to have a 
different set of titles we’re going to want to 
launch in Japan versus the United States and 
Europe — some of which we're still working 
out with the third parties themselves. At some 
point you end up making a call about which 
titles are going to be completed for the initial 
launch. So that topic is going to be a hot topic 
over time. In regards to our public announce- 
ments over the coming months, | think you'll 
see us focus more on the developers and the 
general projects they're working on. 


NG: Such as the Bungie acquisition, which 
analysts have estimated to cost Microsoft 
somewhere in the $20 to $40 million range. 
Was it closer to 20 or 40? 

RB: That is just not something we talk about. 
There's a lot of confidentiality reasons why we 
don’t. But we're obviously super excited about 
the acquisition and those guys are moving up 
here shortly. Halo obviously is going to be a 
great, great product. 


NG: Since your announcement, there has been 
a lot of speculation about Halo. Is it going to be 
an Xbox-exclusive product? | think you’ve made 
a lot of the PC owners nervous. 

RB: We haven't announced any specific plans, 
but it’s definitely a title you'll see on multiple 
platforms. 


NG: Excellent. Going forward, Xbox first-party 
guru Ed Fries [vice president of Games 
Publishing] has talked about Microsoft making 
very focused, strategic acquisitions. Bearing in 
mind that this interview won't reach readers 
until early September, can you talk about any 
more in the pipeline now? 

RB: There isn’t anything in the pipeline | can 
talk about because of the fact that there isn’t 
anything in the pipeline. But | will say that it’s 
always hard, particularly if you’re looking at a 
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September, October, or a November date, 
these things are always hard to project. Even 
before we acquired Bungie, would | have been 
able to say, “Hey this is something that’s 
probably in the pipeline?” The answer is no. 
Opportunities come up, and we’ll continue to 
be both strategic and opportunistic at how we 
look at the marketplace. 


NG: In a recent interview with Gamers.com, 
Sony Vice President of Research and 
Development Phil Harrison suggested that it’s 
likely that Microsoft will announce further 
changes in the Xbox hardware before we see 
the final industrial design. Considering that 
you've already upped the CPU speed, is there 
any chance that you may increase the amount 
of RAM or make any other changes before the 
Xbox industrial design is finalized? 

RB: Well, when you say the words “any 
chance,” there is always a chance that 
something could happen. But we don’t have 
any plans to change anything else at this time. 


NG: Everything available on PS2 right now is 
more or less something that was already done 
in 32-bit with some better graphics. As you 
have admitted to seeing concepts for Xbox 
games, have you seen any radical changes in 
gameplay or design? 

RB: | think what you'll find is a mix. Frankly, 
that’s what it’s going to take to be successful. | 
think you are going to have to have a set of 
what I'll call “tried-and-true” concepts and 
genres and franchises that people are going to 
look for as an indicator of success. 


NG: Right, people are going to want titles like 
Resident Evil and Tekken. 

RB: As well as sports titles. There will be similar 
franchises and similar genres that you've seen 
before. If we have too much of the tried-and- 
true and not enough of cutting-edge, people 
will think the product is fine but not innovative. 
But if we’re purely innovation, we won't get the 
critical mass of people at the initial stages who 
want to play the things they know and love and 
who will spread the word about how great 
Xbox is as a platform. So really what the game 
is all about right now is figuring out the mix. 


NG: There has been a lot of speculation about 
Japan-based players like Namco and Capcom. 
What's the status of the relationships with 
developers in Japan at this point? 

RB: | think that the relationship with the 
developers has been going quite well. It’s 
certainly an area where the company has to 
build relationships. We know those companies 
somewhat well from our existing evolvement in 
the Japanese marketplace, but certainly building 
relationships with the Namcos, Squares, and 
the Capcoms takes a little bit more time, and 
that’s something that we're doing right now. I'm 
very confident we'll have some exciting things 
to talk to people about over the coming two 
months. There is an obvious event where you 
can expect that we'll have some things to say. 


NG: In two months — you're talking about 
Tokyo Game Show (Sept. 22 -24)? 
RB: Sure. 


NG: So is Xbox still on schedule for a 
worldwide launch? Is that going to happen? 
RB: We're still on schedule for that. 


NG: So there’s a specific date? 

RB: It’s in the files. It’s not anything we are 
talking with anybody about, and we are not 
spending much time on the specific date 
ourselves. We know we want to be there for 
the fall and for the holiday. Those are the key 
parameters we have. 


NG: The Department of Justice is talking about 
splitting up Microsoft right now. While the 
appeal in ongoing, how do you think this will 
this affect Xbox? 

RB: It doesn’t. We don’t think about it. We 
don’t think there’s any particular issues that 
apply to us. So we're just staying focused on 
the II to 18 months from now. | think there is a 
general assumption outside of Microsoft that 
people are spending a lot of time thinking 
about it. Certainly there is a collection of 
people in the legal department who spend all 
day thinking about that —- but we know what 
our job is. 


NG: That's hard to believe. Even if it just came 
down to physically splitting facilities. You can’t 
part the Red Sea without killing a few fish. 

RB: [Laughs] If it were to ever come to that 
stage — and obviously people here don’t think 
it will — certainly there are some practicalities 
that everyone has to think about. | don’t 
suggest that if the company split up people 
wouldn’t have to think about things. All I'm 
suggesting is that nobody's worrying about that 
now. Just to point out, Xbox is going to have its 
own facility anyway. We are moving in a couple 
of months to our own place. 


NG: You mention the PS2 as a nebulous home 
electronics device. Yet neither you nor Sony 
have really made any concrete statements 
regarding your broadband networks. 

RB: My point was partly about online. If you 
listen to Ken [Kutaragi, designer of PS2 and 
president of Sony Computer Entertainment] 
and look at the last 60 press releases Sony's 
issued, check to see how many of them have 
been about PlayStation as a great gaming 
platform, and how many of them have been 
about PlayStation as something that’s going to 
replace your PC, and PlayStation as some other 
thing. They see PS2 as a much more general 
purpose device. Certainly we think there will 
be roles for Xbox as a very powerful box, but 
our focus is solely and fundamentally on 
making sure it’s a great game box. Sony has 
other focuses. It makes life a littke more 
complicated for them, and in my opinion, 
makes the box a little more compromised and 
harder for developers. Personally, they have a 
different business. NextGen 


The Art of the Videogame 


@ We've said it before, and we'll say it 
again: No one produces better char- 
acter art and animation than Square. 
No one. Take this scene from Parasite 
Eve 2, for example. Not only is Aya 
Brea incredibly lifelike in her own 
right, but they’ve perfectly captured 
the drops clinging to her skin, and 
even think to catch her reflection in 
the showerhead. Simply beautiful. 


Parasite Eve 2 character design by Tetsuya 
Nomura, rendered by the Square team using 
Maya from Alias/Waverfront and RenderMan 
from Pixar 
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§ If the gameplay in Konami's venerable shooter series Gradius hasn't 
changed much over the years, the graphics have certainly taken amazing 
strides. For its Gradius Ill and IV (a repackaging of a pair of 16-bit, sprite- 
based games), Konami commissioned some knockout intro movies and 
promotional art. The highly dramatic example at left certainly captures the 
frenzied pace Gradius is known for. 


§ Gradius artwork by Atsushi Tsujimoto using Softimage from Alias/Wavefront and Photoshop 
and AfterEffects from Adobe 
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oe 
@ Agetec has produced some exceptional work in bringing to life the mechs 
of Armored Core 2. Mech designer Shoji Kawamori (Macross, Macross Plus) 
has been devising ferociously complicated mechs as hand-drawn art for 
years, yet you can find the same qualities rendered here in full 3D. Even 
without the motion blur, you could stare at these for hours and probably 
not catch every antenna and access bolt. 


Armored Core 2 mech design by Shoji Kawamori, 3D modeling by Tomoya Kawasaki 
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Since we're living in a time when even average 
games are pretty good, we at Next Generation 
will continue to demand even better. Note that 
a three-star rating is a typical “good” game, so 
expect to see a lot of them. 
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WHICH STYLE REIGNS SUPREME? 


» er rarer 
This was the question the first UFC set out to answer. Experts from the disciplines of kung fu, TaleN'u GRUSLL3 * g 
sumo, tae kwon do, and other martial arts assembled in Denver to sort things out. Amazingly, it 
was a 175-pound Brazilian named Royce Gracie, the lightest man in the tournament, who came 
out on top and retired undefeated after three tournament championships. The UFC has since 
evolved significantly; no one style, even Gracie’s jujitsu, is enough to win now. In UFC, as in the 
real sport, you'll have to learn how to punch, kick, wrestle, and submit. A safe bet for your 
character: a mix of jujitsu for groundfighting and Thai kickboxing for when you're on your feet. 


ing on the bottom 
with the guard 
position and finishing 
an opponent with a 
wicked kneebar 


1 The undefeated Fran Pn 
" demonstrates picture-pegfect execu’ 
groundfighting. After a big slam, he takes 


‘opponent's back fqoks fora 
chokehold arene Wy 
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> If there’s one thing you can say 
with confidence about Sega’s 
Ecco series, it’s that the games have 
certainly been consistent. The plucky 
aquatic mammal’s previous outings 
were marked by amazing graphics, 
some placid soundtracks, a vaguely 
eco-friendly theme (pardon the pun), 
and, unfortunately, incredibly obscure 
and hard to follow gameplay. 
Defender of the Future has moved 
the series into full 3D, and you can’t 
help noticing that it easily bests all 
earlier Ecco titles in every single one 
of the above categories. The graphics 
are about the best we’ve ever seen; if 


FUN ECCO FACTS 


you squint a little, you could almost 
swear you’re watching a rerun of 
Flipper (or maybe Discovery 
Channel’s “Shark Week” — take your 
pick). It’s a fully realized underwater 
world, breathtaking in detail, in which 
every tiny fish, every frond of 
seaweed, and every barnacle- 
encrusted rock stands out as a model 
of near-unparalleled realism. 

The control is fairly responsive as 
well. Ecco has a number of dolphin 
tricks, from flips and spins out of the 
water, to a tailwalk, to a forward dash 
good for pounding the gills of pesky 
sharks and other critters. The speed 


of the dash makes aiming a trifle 
difficult, but you can eventually 
master it with practice. 

On the other hand, the one thing 
that never really happens is your 
being given a clear indication of 
where to go or what to do when you 


preamcast Finals mam 


@ Ecco is cute and fairly easy to 
control, but what you do with him — 
is usually pretty up in the air § 


get there. Each new level is larger and 
more confusingly laid out than the 
last, and most of the time you’re 
reduced to simply swimming around, 
hoping against hope you'll stumble 
over whatever it is you were 
supposed to find. 

The massive, open-ended environ- 
ments and gorgeous scenery do lend 
themselves well to simple exploration 
for its own sake. If you wanted, you 
could spend literally hours swimming 
around, doing tricks, taking in the 
sights, without really accomplishing 
anything. 

Trouble is, you wind up doing that 
even when you genuinely want to 
accomplish something. 


Fact: Ecco is based on the bottle-nosed dolphin, which — contrary to the game’s tropical setting 
— actually prefer living in colder water, although they do generally stick to coastal regions. 

Fact: The bottle-nosed dolphin is second only to humans in the ratio of brain mass to body mass. 
Fact: No two dolphins’ dorsal fins are exactly alike. They're as distinctive as faces or fingerprints 
on people, though there are no known reports of actual dolphins with star-shaped birthmarks. 
Fact: Sega of America’s corporate headquarters used to be located just off Marine World 
Parkway in San Mateo, California. 


— Jeff Lundrigan 
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Bottom Line: It certainly shows off the graphic splendor Dreamcast is 
capable of, but if you’re actually going to try playing the game to 
completion, forget it. 
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VBE 


Yes, it looks really good, but for the first time in ... well, ever, Sega has flubbed its baseball title 


@ DREAMCAST 


@ Publisher: Sega @ Developer: Sega 


Strike one! 


The best way to describe 

World Series Baseball 2K1 is 
to say it’s the Phantom Menace of 
the baseball gaming world. Much 
like the latest entry in the Star 
Wars series of films, we were 
forced to endure years of excruci- 
ating anticipation, only to be given 
a final product that shone in the 
special effects department but 
was a major letdown overall. 

It’s obvious that most of the 
development resources were 
spent ensuring the preview 
movies would look good — at the 
expense of gameplay. Major sin 
number one: You can’t control 
your fielders directly. Sure, this 
won't bother those who normally 
turn on auto fielding anyway, but 
to offer absolutely no choice in 
the matter is pretty inexcusable. 
This omission is made even more 
egregious when you consider that 
the fielders react to the ball as if 
they've overdosed on Valium. 


The pitcher-batter match-up 


contains a couple of new wrinkles, 


but like most arcade-style baseball 
games of the past, it’s virtually 
impossible to tell a ball from a 
strike unless the pitch blatantly 
misses the strike zone. When 
batting, you need to hold down 
the right trigger button until you 


& This is an abject lesson in not messing with game mechanics just to do 
them differently 


want to swing, and once you do, 
you're committed, which means 
no check-swings and few, if any, 
walks. The paltry three 
atrocious camera angles you’re 
given don’t offer any help either. 
While the graphics are about 
the best of any baseball game 
ever to grace our TV screens, 
the gameplay and feature list 
haven't moved much beyond 
the 8-bit console stage. As a 
matter of fact, we seem to 
recall being able to control 
fielders as far back as the Atari 
2600 days. There’s no excuse for 
this. None. — Rob Smolka 
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Bottom Line: If lifelike graphics are what you want, 
save yourself $60 and turn on ESPN; the gameplay 


isn’t worth a dime. 
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Aerowings 


2: Air Strike 


™@ Platform: Dreamcast M™ Publisher: Crave lM Developer: CRI 


The original Aerowings was a 
demanding, relatively realistic flight sim 
with only one real fault — that it fea- 
tured stunt flying but no combat. 
Aerowings 2, on the other hand, is 
geared around nothing but combat, 
though it does use roughly the same 
fight engine. This means it’s not only a 
test of skill to fly well, but now 
enemies are shooting at you too — 
which at least sounds interesting. 

There's a training mode to help 
get you into the swing of things, and if 
the missions are pretty frustrating at 
times, they do a decent job of 
teaching you how the different aircraft 
behave. Then, as you complete each 
training session, you qualify to pilot 
that craft in the free flight and tactical 
challenge modes. 

This is where the real problem 
creeps in. The game just doesn't offer 
a whole lot of variety. In the tactical 
challenge, the basic idea is to shoot a 
certain number of targets in the 
allotted time. In free flight, you set up 
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@ If you want realism, then 
Aerowings 2 is your game. If you’re 
looking for fun, try something else 
dogfights, then try your best to win. 
There's no story or career mode, and 
while the game is pretty challenging, it 
Just gets old fast. There's also a two- 
Player, splitscreen mode, which can be 
fun, but given the relative realism of 
the simulation it’s not exactly a party 
game. 

If you're the sort of enthusiast who 
lives for the challenge of true modern 
flight combat, this is about as close as 
you can get on a console. If you're 
looking for a good time and easy kills, 
look elsewhere. — Jeff Lundrigan 


Bottom Line: Aerowings 2 succeeds on its own terms. It’s 
just a matter of whether those terms appeal to you or not. 


™@ Platform: Dreamcast M™ Publisher: Capcom @ Developer: Capcom 


We really can’t blame Capcom for 
milking the Street Fighter franchise 
for all it's worth. We just wish they'd 
do it with a little more pizzazz. 
Street Fighter Ill: Double Impact is a 
single disc that contains two games: 
the original Street Fighter Ill from the 
arcades and its follow-up, Street 
Fighter Ill: Second Impact. Ken and 
Ryu are back, but they're the only 
familiar fighters among the cast of 
new characters. 

This game is most notable for its 
back-to-basics fighting engine that 
strips away all the X-, V-, and A-isms 
that have come to clutter the Street 
Fighter stage. Gone are the various 
Power bars and alpha-counters; 
instead, Street Fighter Ill features a 
much smoother parrying system, 
quicker recovery times, and simple 
“super arts” that are easy to chain 
into devastating combos. The result 
is fast, smooth, and fun fighting that 
is much closer to the gameplay 
found in Street Fighter Il. 

Unfortunately, Capcom has done 
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@ Thumping an enemy with a 
“super art” brings on the 
obligatory Capcom light show 


nothing more than port the game 
over from the arcade. There are no 
hidden characters or new costumes, 
and none of the secret bonuses 
we've come to expect from home 
conversions of fighting games. Nor is 
there much reason to try the single- 
Player mode, as the ending movies 
for each character are, in standard 
Capcom tradition, just awful. But 
these games have always been 
designed for playing against friends, 
and in that regard, Street Fighter Ill is 
fairly satisfying. Preston 


Bottom Line: It’s a no-frills port of the arcade game that is 
great at a party but pointless for single players. 


@ DREAMCAST 


WWF Royal 
Rumble 


@ Publisher: THQ ml Developer: Sega/Yuke’s 


Just enough wrestling 


Mis 
STENT RESET EST 
‘> 


@ The problem with having a 30-man Royal Rumble with only 21 charac- 
ters is that you end up having to use the same people repeatedly 


Sega and Yuke’s of Japan have 

teamed up to bring a wrestling 
game to Dreamcast that’s actually 
worth playing. But Royal Rumble 
may incite more trash-talking than 
cheers from the swelling masses of 
wrestling fans. First of all, there’s no 
career mode, nor anything that even 
resembles one. There’s also no 
create-a-character mode, despite 
featuring the smallest lineup of 
playable superstars anywhere. 

The WWF talent that does 
appear is a strange mix of the latest 
stars, older has-beens, and never- 
will-bes. Stone Cold Steve Austin — 
who’s been on the injured list for 
more than a year — makes an 
appearance, as do forgettable mid- 
carders D’Lo Brown and Al Snow. Tag 
team mavericks like the Dudley Boyz 
and Too Cool, meanwhile, are 


noticeably absent. 

Although obviously not the 
answer to WrestleMania 2000 
that Dreamcast fans were hoping 
for, Royal Rumble does offer origi- 
nal, addictive arcade action. The 
most immediately gratifying mode 
is the Royal Rumble itself, a free- 
for-all battle royal with nine men 
on screen at once and thirty who 
must be eliminated before all is 
said and done. 

Less traditional but more 
interesting is the exhibition mode. 
Instead of the usual one-on-one 
or tag team match ups, one to 
four players can choose partners 
and go at it in chaotic battles that 
range all over the arena. You even 
get to choose from different sets 
of dastardly double team moves 
to cheat with. — Daniel Erickson 
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Bottom Line: It’s neither deep nor revolutionary, but it’s a 
whole lot of fun. 


preamcast Finals mam 


Omikron: The Nomad Soul 


@ Platform: 


An ambitious if badly flawed 
action/adventure game for PC 
becomes an ambitious if badly flawed 
and pretty darn ugly action/adventure 
game for Dreamcast. The basic gist 
here is that you've been recruited to 
ferret out demons in a parallel world, 
Omikron, which is one of those giant, 
domed cities (that somehow still 
contains fog — go figure). 

Mostly this is a typical adventure 
game. You examine everything, pick 
up obscure objects, then figure out 
how to use them. There are a handful 
of puzzles that are “what were they 
thinking” stumpers, but it’s mostly 
pretty straightforward. There are also 
some first-person shooter and fighting 
game sections as well, but the less 


@ Publisher: Eidos @ Developer: Quantic Dream 


said about them, the better The 
fighting engine doesn’t even include a 
block button, while the FPS bits use 
the D-pad to move and the analog 
stick to aim — not smart or good. 
The story line and characters are 
fairly interesting, and the approach is 
refreshingly adult, but the game is 
sheer torture on the eyes. We're 
guessing many of the graphic assets 
were lifted from an aborted 
PlayStation version — blocky, low 
polygon characters covered with big, 
smeary textures — and yet the frame 
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Bottom Line: The worst thing about Omikron is that with 
more thought and polish, it might have been a winner. 


@ There’s an interesting story under 
Omikron’s surface — if only the sur- 
face weren’t so darn ugly 


rate is still slow and clunky. A cool 
idea, badly done.— Jeff Lundrigan 


Walt Disney 


World Quest 


Magical Racing Tour 


@ Platform: 


Heed well the kart racer’s lament, sung 
by every fan under the sun who's suf- 
fered through any generic (but ever so 
“wacky”) driving game like this one. 
Magical Racing Tour takes the 
popular Disney license, disregards its 
best characters, and shoehorns bit 
Players and all-new nobodies into a 
lifeless, weapons-laden racer 

Sans the name recognition of 
Mickey, Donald, or Goofy — none of 
them show up here — Tour must 
travel long and hard on the tank of 
watery gas that is its gameplay. Tracks 
are based on Disney World attractions 
like Space Mountain, and you can 
expect the dual thrill of racing across 
the most cliché-ridden courses while 


@ Publisher: Eidos ™ Developer: Prolific Publishing/Crystal Dynamics 


simultaneously being aurally assaulted 
by the looping serenades of “Buffalo 
Gal,” “Zip-A-Dee-Doo-Dah,.” and “It’s a 
Small World.” 

Pretty graphics and a decent sense 
of speed redeem the title somewhat, 
as does a solid multiplayer mode, but 
there’s not even a token nod toward 
Creativity or originality, and it follows 
the kart racing game bible to the 
letter: Tour proves it’s a soulless world, 
after all. — Greg Orlando 
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Bottom Line: Video game behemoth Eidos has fallen prey 
to the notion that wacky characters plus karts plus odd 
power-ups automatically equals good racing fun. It doesn’t. 


@ What good is a kart racing game 
that doesn’t even use its licensed 
characters? No good at all... 


Silver 
@ Platform: 

Grand in scale but mundane in 
delivery, Silver shines like bronze. The 
PC RPG-gone-console game provides 
a fine fusion of strict sword-and- 
sorcery questing with Final Fight-style, 
weapons-based brawling, but ultimate- 
ly the game trips over itself, some- 
times with gusto. 

A hackneyed plot establishes 
young David as the plucky, can-do 
warrior who must collect eight 
magical orbs, smite an evil wizard, 
gather heroes for three-man adven- 
turing parties, restore true love, yadda 
yadda yadda... Silver opts for a top- 
down, third-person perspective 
wherein the camera has been pulled 
back so drastically that the characters 
appear about half an inch tall. This 
affords some stunning views of the 


@ Publisher: Infogrames @ Developer: Spiral House 


environments but horribly mars game- 
play. The panoramic view often gives 
little indication of where an exit is, and 
you'll repeatedly have to employ the 
left trigger button to highlight doors. In 
combat, swarming enemies and even 
the simplest of everyday objects — 
desks, chairs, tables, etc. — serve to 
obscure the on-screen action. 

On the up side, Silver eschews 
turn-based combat and does quite 
well with an arcade-style fight system. 
Swipes and strokes of the analog stick 
enable different attacks and blocks, 
and a snappy Al enables David's 
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Bottom Line: Value the precious metal. Use reading 
glasses to savor the game. 


@ Don’t let the odd perspective put 
you off. Silver is a fairly decent 
action/RPG hybrid 


various allies to join in the struggle 
against evil. It ain't perfect, but there’s a 
good time to be had. — Greg Orlando 


www.next-generation.com 10/00 NextGen 113 


@ PLAYSTATION 


Tenchu 2: Birth of 


the Stealth Assassins 


@ Publisher: Sony @ Developer: Activision 


A classic PlayStation game gets 
an almost worthy sequel 


The original Tenchu was simply a great 

PlayStation game. Its atmosphere, 
design, and grisly stealth kills worked 
together to make an absorbing experience 
that emphasized patience and observation 


@ Some of the new items emphasize stealth. 
Others, obviously, do not 


over button mashing. Tenchu 2 is a 
respectable second effort that falls just 
short of being a classic in its own right. 

The game is actually a prequel that fea- 
tures the familiar Rikimaru and Ayame while 
introducing fellow Azuma Ninja Tatsumaru. 
A common story unites the game, but each 
of the ten levels is unique to individual char- 
acters — though Ayame’s subplot, unfortu- 
nately, is filled with broad physical comedy 
that feels out of place. 

The controls have been improved, with 
the welcome addition of analog support. 
There are several interesting new Ninja 
items to use, but the best additions are the 
new stealth kills, especially Tatsumaru’s. 


TOO MUCH TRUTH SPOILS THE FUN 


As cool as the Ninja in Tenchu 2 are, history reveals a more docile reality. While it is true that 
Ninjas were occasionally used for espionage and assassination, Ninjitsu was actually 


developed over many years by rural families. The philosophy of Ninjitsu includes not only a 
martial art, but a deep commitment to a naturalistic philosophy that values perseverance, 
endurance, and harmony. 


Pulling these moves can be difficult, though, 
since the collision detection is a bit spotty. 
The biggest problem is that the develop- 
ers decided to set most of the levels in the 
great outdoors. Trouble is, PlayStation simply 
doesn’t have the power to render a realistic 
outdoor environment. Trees look like 
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@ Just like the original, Tenchu 2 comes full of interesting little secrets 


== : 
FEROS mee 


@ Although slight in stature, Ayame delivers 
some devastating combos 


Lincoln Logs, bushes like they’re made out of 
construction paper, and (to keep polygon 
counts low) there’s a very short range of 
vision, which causes the whole world to 
fade in and out as you move. Considering 
that the original Tenchu excelled at creating 
an intricate world of villages, palaces and 
rooftops, the predominance of outdoor 
environments here is a disappointment. 

One coo! addition is a mission editor that 
comes with ten pre-made missions and 
allows you to design your own from scratch. 
It isn’t terribly powerful, and you can’t create 
enormous palaces or exotic environments, 
but given that a user-created level takes only 
a single memory card block, there’s plenty of 
room for creativity. — Jim Preston 


E.. 


Bottom Line: Tenchu 2 doesn’t surpass the original but does succeed 
in capturing its atmosphere and smooth gameplay. And despite some 
minor weaknesses, the game is without a doubt exceedingly cool. 
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PLAYSTATION ze 9 


Parasi 


@ Publisher: Square Electronic Arts ™ Developer: Square Soft 


And Square brings forth a delightful new genesis for Eve 


=> “| don’t suppose I'll be fighting Parasite Eve Il. Brea, who battled 
any giant cactus creatures,” mitochondria gone mad in the original, 
muses FBI agent Aya Brea in Square’s has been softened in the sequel with 
unnerving 3D horror adventure/RPG younger-looking features and a sense of 
humor. Don’t be fooled though: she’s 
still hard-edged enough to snap a Buick. 
Brea’s return, at once creepy and 
triumphant, heralds great things for the 
waning days of PlayStation. Eve I picks 
up three years after the original, and 
gameplay has been tightened with a 
slick realtime battle system that 
enables you to switch weapons on the 
fly, bust off mad caps at will, and scroll 
between targets with the press of a 
ll The sands of this desert blow fierce with button. Square delightfully excised the 
eee Mpperaaa sheen original’s lame “attack bar” feature 
WHAT? IS THAT A BOOK YOU’RE READING, BOOKIE? 


It’s interesting to note the Parasite Eve game series was birthed from the mind of Japanese 
science fiction writer Hideaki Sena. Sena’s novel Parasite Eve sold a robust 1.6 million copies in 
Japan and spawned a live action movie in 1997. Square took Sena’s work and monkeyed with the 


mix (perhaps just enough to avoid such unpleasantries as royalty checks or licensing fees) to 
create the game. Though the basic plot of mitochondria sparking a cellular revolution remains 
intact, Square created an all-new story and setting for the game. 
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@ The battle system looks familiar, but it’s 


which, oddly, required Brea to power also been vastly improved 


up before she could use a weapon. 
However, it kept the ability to fight 
strategically by shifting position during a 
shootout. Battles against the game’s 
freakish malcontents are brutally 
seamless, and even tapping into Brea’s 
“parasite energy” powers can be done 
with only the briefest of interruptions. 
A sweeping plot brings the notion of 
“Whom do you trust?” to the forefront, 
and Square packs a lot of paranoia into 
two CDs. Music has been trimmed to 
emphasize every sort of ambient sound Eve suffers a bit from too dense puzzles 
— footsteps, the delicate play of water and a lackluster Resident Evil-style 
from a fountain, the rustling of evil movement system, its twisted take on 
underneath the ground — to create an the hellish double helix tastes as sweet 
eerie world that’s best savored when as the forbidden fruit from the tree of 
the sun has dipped. Though this new knowledge. — Greg Orlando 
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Bottom Line: Square seems to have taken to heart most of the 
criticism from the original. Eve Il is scary good fun. 


This RPG seems intent on offering a 
tribute to every old-school gaming 
genre simultaneously. The graphics are 
classically beautiful, hand-drawn 2D. 
The dungeon crawling is handled plat- 
form-style, with jumping, climbing, 
pushing, and initiating combat with 
everything in sight, while the combat 
resembles a four-man-per-party arcade 
braw, using combo attacks, guard 
crushes, special attack meters, and 
other Street Fighter staples. 
Refreshingly based upon Norse 
mythology, an incredibly long opening 
cut scene introduces Valkyrie, a warri 
goddess who recruits the souls of 
newly dead soldiers to aid the gods in 
a coming apocalyptic war. Both time 
and experience points become pre- 
cious commodities, as you must con- 
stantly gather new souls, decide how to 
develop them, and choose when to 
send each fighter off to the greater war. 
While this creates an incredibly cus- 
tomizable, replayable experience, there 
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@ 2D graphics, arcade-style com- 
bat, and 23 characters who can 

join your party. Are you sure 
‘Capcom didn’t make this? 

are a few tradeoffs. Character progres- 
sion is comprehensive but needlessly 
complex, and though new recruits 
often have poignant, mature back- 
ground stories, little development takes 
place after they join. There's also an 
odd lack of purpose to most of the 
dungeon craw's, which seem to exist 
only to offer arcade-style diversions and 
collateral for the main thrust of the 
game — stat and resource manage- 
ment, which just isn’t as involving as a 
really good story. — Eric Bratcher 


‘Foo 


@ PLAYSTATION 


NFL Game 


@ Publisher: 989 Sports @ Developer: Red Zone Interactive 


piaysTarion Finals aa 


Day 2001 


Is this GameDay’s last season? 


t 


o> 
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Bottom Line: This is an ambitious, noble game with a 
compelling combat system, great open-ended character 
customization, and a unique setting. However, it’s more 
artistic than modern and will have trouble competing with 
flashier, less management-oriented titles. 


Spec 


@ Platform: PlayStation ™ Publisher: Mi 


The premise is sound: take the Mortal 
Kombat characters and flesh them out 
by putting them in their own 
action/adventure games. Unfortunately, 
much like the awful Mythologies: Sub- 
Zero, MK: Special Forces takes a 
promising concept and drops it, 
stomps it into the ground, and leaves 
it to rot under the sweltering sun. 

You play as Jax, a metal-armed 
man who can punch the ground hard 
enough to injure bystanders with the 
shock wave. So what do you do 
besides fight people? You wander 
around levels looking for keys to 
doors that, in all honesty, you should 
be able to break through with your 
cybernetic bare hands. At one point 
you're even stopped by a flimsy door 
leading to a fire escape. Then there's 
the the obligatory sewer level that not 
only contains computers you have to 
hack but also has keycards just lying 


ial Forces 


lidway @ Developer: Midway 


@ MK: Special Forces is Exhibit GG 
that the Mortal Kombat series 
should be laid to rest 

Other problems make up a long 
list: The horrible, too-close, camera; 
the lack of any story; the repetitive 
gameplay (punch, punch, KOMBO); 
the sniper rifle that can’t see through 
the fog (meaning you actually have to 
get close to enemies to shoot them); 
the badly designed levels; and the 
enemies who, believe it or not, never 
miss with their automatic weapons. 

And so one of the hottest licenses 


about — in a sewer. Didn't we get 
past this in the 8-bit age? 
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Bottom Line: Don’t let the cheap price fool you. This isn’t 
even worth the trip to the store. 


in videogames gives another hideous 
death rattle. — Blake Fischer 


It was the first football game 
to grace the PlayStation, and 

it made us proud. NFL GameDay 
was a simple game that was 
destined to evolve into the lean, 
mean football machine that is NFL 
GameDay 2001. At this point, the 
3D players are even scaled to their 
actual heights and weights. New 
motion-captured tackles of all 
varieties have replaced those early, 
clumsy collisions. The Al has also 
evolved with time, executing 
intricate offensive plays and 
fighting back on defense with the 
tenacity of a rabid bulldog. And for 
this year’s fait accompli, you can 
now play as any receiver or run- 
ning back, calling for the pass after 
you juke. Yes, it’s all good, but... 

Nothing that evolves does so 
perfectly, and GameDay 2001 is no 
exception, There’s a noticeable 
amount of stuttering and popping 
in the graphics, especially in the 
stadiums. The play selection 
screens are a bit vague when it 
comes to establishing which 
receiver is running which pattern, 
and the commentary tends to 
sound a bit disjointed. 

In fact, this is the first time in 


five years that GameDay hasn't 
been the absolute cutting edge of 
console football. It’s not really 989’s 
fault — this is probably as good a 
football title as you're likely to find 
on the system. However, it’s hard 
not to notice that there are other 
systems out there and arguably 
better gridiron action. 

These complaints aside, NFL 
GameDay 2001 is still one hell of a 
good PlayStation game. 989 spared 
no expense bringing in lots of pro 
players to guarantee authenticity. 


oo 
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The playbooks were designed by 55 
NFL veterans like Jerome Bettis, 
Terrell Davis and Mike Alstott, while 
the motion capture was performed 
by other NFL pros. 

Is NFL GameDay 200! worth 
owning? You bet. Is the franchise still 
on top? Only 989 Sports can answer 
that question — when, and if, it 
shows where this series is headed on 
PlayStation 2. — Bill Donohue 


« » 10 St 


your prevent defense 
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Bottom Line: This game deserves a spot in your sports 
line-up, but everyone we know wants the PS2 version. Is 
this the end of the line for the PlayStation GameDay series? 
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Most of the structure and storyline for 
Icewind Dale comes straight from the origi- 
nal seven AD&D modules, starting with Gl, 
_ Steading of the Hill Giant Chief, and ending 
with D3, Vault of the 
Drow. While the game 
doesn’t include every- 
thing from its source 
material, many portions 
are almost word-for- 
word, including meeting 


up with the Frost Giant 
Jarl and some encoun- 
ters with the Drow. 
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@ The art and music are only mediocre, but there is satisfying depth in the gameplay 
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Warlords Battlecry 


@ Publisher: Mattel Interactive ™ Developer: SSG 


Role-playing strategy? Realtime heroism? Or both? 


The Warlords series has 

always been an admired 
entry in the turn-based strategy 
genre. But with Warlords Battlecry, 
SSG has made an excellent blend 
of both realtime strategy and hero- 
based role playing. 

In the single-player mode, you 
start by choosing a single hero and 
then guiding him throughout the 
game’s 36 different scenarios. 
Along the way you get to mold him 
from nine different races, four 
classes, ten skills, 16 specialties, and 


@ “I have the cows. Repeat: I have 
the cows. Surrender now or 
prepare to meet your doom...” 


choose from more than 80 spells. 
With so many options to explore, 
you could replay Battlecry any 
number of times and try out totally 
different champions each time. 

The strategy portion, while not 
particularly innovative, is well done 
and thorough. In most scenarios 
you'll have to quickly scrounge up 
resources, climb the technology 
tree, and then release havoc with a 
wide variety of land, air, sea, and 
magical armies. Combat is easy to 
control with the intuitive interface 
and various hot keys, Since armies 
gain bonuses by being within your 
hero’s sphere of influence, most of 
the fighting involves massive 
assaults with your champion at the 
center, which can make for some 
fun battles, but babysitting your 
hero can be a chore. 

If you tire of the story mode 
you can choose to play a quick 


@ The interface is simple to 
navigate with the mouse and a 
few hot keys 


skirmish, use the excellent editor 
to create your own campaigns, or 
play against rivals on a LAN or 
over the Internet. While Battlecry 
does have an admirable array of 
options, what it doesn’t have is 
extra polish. The 2D graphics are 
rather dated, the cut scenes only 
ordinary, and the voice acting just 
plain bad. Still, what it lacks in 
style it more than makes up in 
substance. —Jim Preston 
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Bottom Line: Players who look underneath the ordinary 
surface will find a highly entertaining mix of strategy and 


role-playing. 


pc Finals 


Bang! Gunship Elite 


@ Platform: PC ™ Publisher: Red Storm M@ Developer: Rayland Interactive 


Take Galaga, stretch it out into 3D, 
put a powerful engine under the 
hood, cover the whole thing in a 
beautiful rainbow gloss, and you'll 
have something like Bang! Gunship 
Elite — an absolutely gorgeous 
shooter that doesn’t ask much from 
you except a powerful 3D card and 
an itchy trigger finger. 

There isn’t a whole lot to do in 
Bang! but fly through space and 
shoot anything that moves, occa- 
sionally collecting the odd weapon 
Or power-up along the way. The 
game only has a rough semblance of 
a plot, and the 19 different levels all 
play out the same, although each is 
just as pretty as the one before. 

You won't have any wingmen or 
waypoints to worry about, and the 
lack of any real need for strategy 
may bore tactical gamers, but the 
nine different weapons are colorful 
and fun, and the game has just 
about the best force feedback 
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a Bang! — everything 
blows up prettier in space 


effects we've ever felt. Also, the 
HUD is nicely laid out, and the 
controls can be easily mapped to 
any gamepad or joystick. 

But the repetitive nature of the 
combat eventually wears thin in the 
later levels. The multiplayer is fun for 
a while, but like the single-player 
version, it lacks any real innovation. 
For gamers with a fast rig who just 
want pretty things to shoot at, Bang! 
will be an entertaining distraction — 
but only for a while. — Jim Preston 


Bottom Line: A gorgeous but simplistic shooter that will 
give action fans a short yet fun ride. 


The Ni 


Circus: 
Child 


@ Platform: PC @ Publisher: G.O.D. lM Developer: Third Law 


KISS Psycho Circus is a first-person 
shooter. Period. There are no RPG or 
adventure elements, no complicated 
control schemes, and the vague back- 
ground story really doesn't affect any- 
thing at all. In the post-Half-Life world, 
that’s either refreshingly unpretentious 
or mind-numbingly simplistic, depend- 
ing on your point of view. For the 
record, we felt a creeping numbness. 
At least the production design is 
up to snuff, though a few too many 
different enemies prove to be just 
another version of an evil clown. The 
environments, if monochrome at 
times, are for the most part spacious, 
with plenty of variety. This was built 
using the Lithtech 2.0 engine, which 
Mearns it’s pretty stable and fast on a 
wide range of systems, if not terribly 
flashy. Technically, you can’t fault it. 
The faults come with the overall 
gameplay design. There are four initial 
“worlds” — one for each member of 
the band — but each new character 
gets exactly two unique weapons: a 
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@ KISS Psycho Circus has very little 
to do with the band and everything 
to do with creaky FPS game 
mechanics 

melee weapon and that character’s 
“ultimate” weapon. The rest are always 
the same, variants of the usual shot- 
gun, machine gun, grapple, and rocket 
launcher you can find in a million 
other games — not to mention that 
the machine gun is deliberately, wildly 
inaccurate for no apparent reason. 
Each level is completely linear, the 
puzzles hold no real surprises, and the 
game's only challenge comes from 
dispatching hundreds of enemies. Very 
old-school indeed. — Jeff Lundrigan 


Bottom Line: To be fair, this title accomplishes what it set 
its sights to do. Trouble is, those sights weren’t set very 
high. This will seem interesting only if the last game you 


ever played was Doom. 
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E-Gamer's Guide 


Once a month we provide a mind-numbing list of 
rated games — beware of brain freeze 


> Welcome to the Gamer’s Guide, your cull out older stuff. Which older stuff? Well, no matter how old they get. (Although it is 
insanely popular resource to what’s worth — mostly old or bad games, especially PC titles, worth taking note of which issue it was 
buying and what’s not even worth a glance. but aging console titles, too. We leave in just reviewed in, since time and technology march 
Each month, we update the list with every about every title that ever got kx *** on, and a game that scored **x** a couple of 
game we've reviewed since the last time and though, since they’re almost always a good bet, _ years ago might only score *** today.) 
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Seventh Cross Evolution NEC ee 03/00 Super Mario 64 Nintendo poorer oT Forsaken Acclaim ek 43 
Slave Zero Infogrames tke 01/00 perian Ts * 1099 Frogger Hasbro Interactive * 7 
Speed Devils UdISoft ee 01/00 Tonic Trouble Ubi Sot Sie 1089 Front Mission 3 Square EA hie 06/00 
Sonic Adventure Sega tee 10/99 Tony Hawk's Pro Skater Aethbhen ‘cake osivo G Darius THQ he 4% 
‘Soul Calibur Namco keke 1199) Top Gear Raly 2 ety Posts 200 G Police: Weapons of Justice Psygnosis * 09/99 
Soul Fighter Red Orb * 03/00 Turok Rage Wars ‘ica aE a Galerians Crave tee 04/00 
South Park Rally Acclaim +e 09/00 ‘Torok 2i Seeks of 8 aekkk a Gekido Interplay hh 07/00 
‘Space Channel 5 Sega tok 08/00 Viglante 8 ineerpiay eR 53 Gex 3: Deep Cover Gecko Crystal Dynamics: ak 54 
‘Super Magnetic Neo Crave ik 09/00 rua Choi 64 This pai rs Gex: Enter the Gecko ‘Crystal Dynamics hk a2 
‘Suzuki Alstare Extreme Racing Ubi Soft * 1299 “ paces 35 Granstream Saga THQ ak 4 
‘Sword of the Berserk: Gut’s Rage Eidos. wk 06/00 WOW Mayhem FA - 12199 Gran Turismo: ‘sce ei 40 
‘Tech Romancer ‘Capcom thik 06/00 WEWINWO! TH0 eRe a Grand Theft Auto: London 1969 Rockstar hk 56 
Test Drive 6 Infogrames +e 03/00 Vecbectcoich Onerabons Koel ie O10 Grandia SCEA tk 12/99 
Time Stalkers Sega ee 06/00 Wipeout 64 PsygnosisiMidway eke 48 Guardian's Crusade Activision ke 32 
NN Motorsports Hardcore Heat ASC Games ee 12199 World Driver Championship Moway pra one Heart of Darkness Interplay eke 47 
Tokyo Xtreme Racing Crave ie 09/99 ‘Worn Armagsddon hepa: al 100 Hot Shots Golf SCEA kk 4 
‘Tom Clancy's Rainbow Sox Majesco tee 08/00 Wrestierianta 2000 HO aa pees In the Zone 99 Konami te 53 
‘Tomb Raider: The Last Revelation Eidos a 06/00 WWF Attitude ‘Acctaim teh 11/99 International Track and Field 2000 Konami ke 03/00 
‘Tony Hawk's Pro Skater Crave tke 08/00 Xena: Tatsinan of Fhe nae ae esto Invasion from Beyond GTinteractive * 33 
‘Toy Commander Sega Sieleled 12/99 Zelda: Ocarina of Time Nintendo. eiaae mi Jackie Chan's Stunt Master Midway heied 03/00 
TrickStyle Acclaim a 1/99 Jade Cocoon Crave a 09/99 
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Jersey Dew MegaToon tek 


Jet Moto 3 989 Studios peed 
Jojo's Bizarre Adventure Capcom a 
Judge Dredd Activision * 
Juggernaut Jaleco tik 
Kartia Atus see 
xaler Loop Crave ae 
Knockout Kings EASports ee 
Knockout Kings 2000 EASports see 
Konami Arcade Classics Konami tee 
Koudeka Infogrames ee 
Legacy of Kain: Soul Reaver Crystal Dynamics he 
Legend of Dragoon, The SCEA the 
Legend of Legala SCEA peed 
Legend of Mana Square EA te 
Lode Runner Natsume tee 
Lunar: Siver Star Story Complete ‘Working Designs toe 
Madden ‘99 Electronic Arts aad 
Madden 2000 EASports ek 
March Madness ‘98 Electronic Arts ae 
‘Medal of Honor Electronic Arts ee 
Mediew! SCEA peed 
Mediéwi it SCEA Ded 
MegaMan Legends Capcom tok 
Metal Gear Solid Konami eeaad 
Micro Machines V3 Midway creed 
Midway Collection 2, The Midway peed 
Misadventures of Tron Bonne, The ‘Capcom tke 
Mr, Driller Namco he 
MLB 99 SCEA ped 
MLB 2000 989 Studios 

Monster Rancher Tecmo 

Mortal Kombat 4 Midway 

Mortal Kombat Mythologies. Midway 

Moto Racer Electronic Arts 

Moto Racer 2 Electronic Arts 

N20 Fox thee 
Nagano Winter Olympics 98 Konami tek 
NASCAR 99 EA Sports oad 
NASCAR 2000 EASports ad 
NASCAR Rumble Electronic Arts eeead 
NBA Live 2000 EA Sports peed 
NCAA Football 99, Electronic Arts aed 
NCAA Gamebreaker 98 SCEA tee 
Need For Speed il Blectronic Arts thie 
Need for Speed: High Stakes Electronic Arts hee 
Newman/Haas Racing Psygnosis ae 
NFL Bitz Midway toe 
NFL GameDay ‘99 989 Studios hee 
NAL GameDay 2000 989 Studios the 
NALXtreme 989 Sports od 
NFL Xtreme 2 989 Studios * 
INGEN Racing. Infogrames ee 
NHL99 EA Sports ee 
NHL 2000 EASports bees 
NHL Face Off 2000 989 Studios the 
Nightmare Creatures, ‘Activsion tk 
No Fear owns Mourtan Bie Rang ‘Codemasters ae 
No One Can Stop Mr. Domino Acclaim seek 
ODT ~ Escape Or Die Trying Psygnosis * 
‘Omega Boost SCEA oad 
One ‘ASC Games ae 
PaRappa the Rapper SCEA se 
Parasite Eve Square EA tek 
Phfall 30 Activision te 
Pocket Fighter ‘Capcom the 
Point Blank Namco ie 
Pong. Hasbro peed 
Powerboat Racing VR Sports oe 
Psybadek Psygnosis * 
Punky Skunk: Jaleco * 
ReType Detta ‘Agetec the 
Rally Cross 2 989 Studios hee 
Rascal Psygnosis aod 

RC Stunt Copter Thus te 
ReBoot Electronic Arts seek 
Red Asphalt Interplay +e 
Resident Evil 2 ‘Capcom tee 
Resident Evi 3: Nemesis, Capcom eke 
Ridge Racer Type 4 Namco ered 
Rising Zan: Samural Gunman Agetec ae 
Risk Hasbro ae 
Rival Schools: United by Fate Capcom ek 
Road Rash 3D Blectronic Arts ae 
Road Rash: jailbreak Electronic Arts ae 
Rock the Rink Electronic Arts peed 
Rogue Trip GTinteractive ee 
Rollcage Psygnosis eoeed 
Rolicage Stage i Psygnosis doe 
Rush Hour Psygnosis eee 
SCARS, Ubi Soft ae 
Saga Frontier SCEA * 

$aGa Frontier 2 Squaresoft toe 
Sentinel Returns Psygnosis oa 
Shadow Madness Crave see 
Shadow Master Prygnosis * 
Shipwreckers! Psygnosis tee 
Silent Bomber Bandai baad 
Silent Hill Konami seek 
Sithouette Mirage ‘Working Designs he 
‘im Theme Park Buttrog te 
Skullmonkeys Electronic Arts tee 
Sled Storm Electronic Arts he 
Spawn: The Eternal SCEA * 
Speed Punks SCEA ae 
Speed Racer jaleco ae 
Spyro SCEA te 
Spyro 2:Ripto’s Rage SCEA tk 
Star Ocean SCEA tok 
Star Wars: Episode | LucasArts * 
‘Star Wars Episode kjedi Power Battles LucasArts ae 
Star Wars: Masters of Teras Kas! LucasArts ee 
Street Fighter Zero 3 Capcom paid 
Street SkBter Electronic Arts te 
‘Suikoden tt Konami seek 
SupoerCross Circutt 989 Studios poad 
Surf Riders Ubisoft ae 
‘Syphon Fier 989 Studios tek 
Syphon Fier 2 SCEA reed 
Tail Concerto Atus ood 
Tales of Destiny Namco ae 
Tarzan Disney interactive ae 
Team LosiRC Racer Fox Interactive * 
Tekken 3 Namco peoaad 
Tenchu Activision eed 
Tennis Arena Ubi Soft te 
Test Drive 4 Accolade ae 
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Test Drive Off Road 3 Infogrames ee 
The Fifth Element Activision ae 
Theme Hospital Blectronic Arts see 
Thousand Arms ‘Attus tee 
Thrasher Skate and Destroy Rockstar Games ae 
Threads of Fate Square A peed 
Thunderforce V Working DesignsSpaz ek 
Time Crisis Namco eee 
Tiny Tank MGM Interactive ered 
TOCA 2: Touring Car Challenge Codemasters toe 
Tomb Raider i Bios hee 
Tomb Raider: The Last Revelation Bids tee 
Tomba SCEA tok 
Tombat 2 SCEA peed 
Tomorrow Never Dies Bectronic Arts +e 
‘Tony Hawk's Pro Skater ActNsion nee 
Trap Gunner Abus tee 
Triple Pay 2000 EASports peed 
Turbo Prop Racing SCEA ike 
Twisted Metal 3 989 Studios * 

‘Um Jammer Lammy SCEA poreed 
Uprising x 300 thee 
V-Raly 2 Blectronic Arts tee 
Vagrant Story Square EA peed 
‘Vandal Hearts 2: Heavenly Gate Konami ped 
Vanguard Bandits Working Designs peed 
Viglante 8 Aathision peed 
VR Baseball 99 Interplay tee 
WarGames MGM Interactive ad 
Warpath: jurassic Park Bectronic Arts * 
Warzone 2100 Eidos + 
WCW Nitro THQ tee 
WCW Vs The World THQ ad 
WCWINWO Thunder i THQ tk 
wid 9 Interplay tee 
‘Wild Arms 2 £ SCEA the 
Whpeout 3 Prygnosis tek 
World Cup 98 EASports pered 
Wu-Tang: Shaolin Style Actsion tik 
WWF Smackdown THO thee 
WWF Warzone ‘Accaim pad 
X Games Pro Boarder Blectronic Arts ee 
The X-Files Fox Interactive ae 
X-Men: Children of the Atom ‘Acdaim +e 
X-Men vs. Street Fighter Capcom * 
Xena: Warrior Princess Blectronic Arts tke 
Xenogears Square EA eee 
‘You Don't Know jack Sierra peed 


‘Atens Online Kesmal nee 
‘Asheron's Call Microsoft ie 
‘Command & Conquer: sae Sinacr Westwood * 
Everquest 989 Studios eee 
Netstorm Acthision eee 
NetWAR Headland ee 
Sanctum: Oppostions Digtal Addiction peed 
Tanarus Sony ee 
Ultima Online: The second Age Bectronic Arts wee 


Wal Street Trader 2000 
WarGames 

‘Wargasm 
Warhammer 40,000: Chaos Gate 
‘Warhammer 40,000: Rites of War 
‘Warlords ill: Darklords Rising 
‘Warzone 2100 

Wheel of Time 

‘Wild Wild West 

XCOM. Interceptor 


| only have one 

question: Why the new 
wider format? Personally, | 
hate the new big and bulky 
size of Next Gen and was 
perfectly fine with the old 
size. Plus, the old size was 
much easier to carry around. 
Please change it back. 

Eric Wong 


In a word, no. We fought 
pretty hard for the wider 
format — it simply has more 
presence and makes for a 
more authoritative presenta- 
tion. Most of our readers 
seem to really like it, and in 
fact, it’s a return to the for- 
mat we used to have. If 
you’re having trouble carry- 
ing the new book around, we 
suggest a few trips to the 
gym, ya wuss. 


| recently read about a 

new Linux-based game 
console called Indrema. The 
Web site (www.indrema.com) 
says it’s “a revolutionary prod- 


Write Our Wrongs 


uct built on a revolutionary 
operating system, Linux.” The 
only thing | know about it is 
that it’s going to have a 600 
MHz processor, and it’s going 
to be able to play MP3s, Do 
you have any information on 
this mysterious new console? 
BlaStOX@aol.com 


Once again, the answer is no. 
Although we at Next Gen 
got a few inklings about 
Indrema at E3, there doesn’t 


, seem to be any information 


to be had. What little you 
mention is about all that’s 
known, and about the sum 
total of what you can find 
out from their Web site — 
which, as of this writing, 
hasn’t had a new announce- 
ment posted in over two 
months (and that was about 
a “collaboration” involving 
open-source digital video, 
which isn’t exactly game- 
related). The idea of an 
open-source game platform 
is vaguely interesting, but 


MISSING A QUEST 


don’t hold your breath 
either. Given the nature of 
open source, someone 
would have to manufacture 
said console without taking 
loss on hardware sales, since 
there would be no way to 
make that up in licensing 
(remember the $700 3D0?). 
Actually, with its “integrated 
Mozilla browser and email,” 
it more closely resembles 
one of those appliance PCs 
you can get free for signing 
with certain ISPs than a 
game console. 

Right now, we’d have to 
yplace Indrema below even 
Nuon in terms of potential 
market impact. And that’s 


pretty low. 


| don’t get it, how can 

Next Gen have an 
article (NG 08/00) that says 
these 20 new games will save 
the PC. I know that some of 
them are great incoming 
games (specifically 
Wolfenstein updates), but if 


they were going to save the 
PC, they'd be PC-exclusive, 
which is not the case. About a 
quarter of these games are 
also coming out on consoles 
which means a less significant 
impact on the PC market! For 
example: Halo on Xbox, Black 
and White on Dreamcast, Max 
Payne on Dreamcast, Team 
Fortress 2 announced for a 
future console, and Sacrifice 
coming to PS2. Just thought 
you should have done a little 
more research before calling 
them games that will save the 
PC from consoles! 

Chris Norton 

Berkley, MA 


No, we did our research. The 
simple fact is that every one 
of our “Twenty Games That 
Will Save the PC” were 
designed from the ground up 
as PC titles first. There may 
very well be other versions 
of some of them; in fact 
probably all of them will spin 
off a console version sooner 


| have always enjoyed reading your magazine. | am able to go 
out and rent video games with the confidence that it will not 
be five dollars wasted on an hour of an unplayable, unattrac- 
tive, less than exciting game. | have always been an early 
console adopter and avid video game player. 


@ No, we really did review Everquest. Really. Check this month’s Gamer’s 
Guide if you don’t believe us 
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About a year ago, however, | stopped renting games 
altogether. Not from something you did, but because | 
discovered Everquest. I've been playing in their vast online 
world with few deviations into game rental. I’ve rarely needed 
any other games to keep my attention. 

?'m curious. Why haven’t you reviewed Everquest? I've 
noticed several mentions by reviewers, comparing and 
contrasting other games to EQ. Even your definitive review 
page of all consoles and their scores has a glaring omission in 
the online game section. 

| still read your articles to see what gaming has to offer, but 
it’s now more for the enjoyment of reading about a subject 
that interests me than help in picking out any new games or 
consoles. 

Steve Thatcher 


Actually, we reviewed Everquest in NG 06/99. It was the 
opening two-pager, and we gave it five stars. The real “glar- 
ing omission” you mention in the Gamer’s Guide isn’t 
Everquest though, it’s the entire review section from that 
issue, which somehow never made it into the Guide. 
Thanks for pointing this out — linebackers wearing hill 
giant costumes have pounded the editor responsible into 
hamburger to teach the value of “fantasy role playing.” 


or later. We'd say that’s 
practically inevitable, given 
every single one is an 
amazing title, and most have 
a lot of mass-market appeal. 
But you'll see them on PC 
first, and they’ll both look 
and play better on PC than 
on any console. Don’t agree 
with us? Try playing. 


Though finding some- 

one to fill the position 
has probably been solved 
when this is printed, | have a 
suggestion for managing 
editor — Bill Donohue from 
PSM. That is, if the editors of 
PSM don’t mind, of course. 
And he should probably be 
allowed to answer letters, like 
in the old days of Ultra Game 
Players. Or not, if you don’t 
want to. It’s just a suggestion. 

Steven R. Anderson 


Um, thanks for the sugges- 
tion, but we’ll pass. Bill is a 
fun guy at parties, but we’re 
quite happy with the choice 
of our new Managing Editor, 
the smart and talented 
Jennifer Tsao, and we’ll take 
her over a brutish, quite 
possibly insane, gun-toting 
Republican any day. 

We rattled Bill’s cage for a 
comment though, and he 
had this to say: “Hey Steve. 
Why are you writing to Next 
Gen when | work for PSM? A 
move like that makes me 
wonder if you’re not a 
Democrat or something 
equally weird. Anyway, | will 
be writing a column in the 
new, redesigned PSM and 
probably answering a few 
letters as well. | know you 
wrote to Next Gen to avoid 
paying the ‘Bill Answered My 
Letter’ fee, but since | have 
answered it, you owe me 
$500. Cough it up! — Bill 
Donohue” 


| saw a letter, some 
issues ago, from a 
reader who was inquiring as 


to when Next Generation 
would implement the 
Hardcore section of the 
magazine again. | was 
wondering if any feasible solu- 
tion had been ascertained. 
Marvin Cox 
Long Beach, CA 


Well Marvin, if you mean the 
“Hardcore” ads we ran over 
a year ago, which printed 
names from our subscriber 
list in tiny type as a back- 
ground, that was a market- 
ing promotion that has sim- 
ply run its course. However, 
if you mean the true stories 
we print about “Hardcore” 
gamers, there’s one in the 
news section this month 
(page 20). If you have a real- 
ly good hardcore gaming 
story, write it, and we'll print 
it. Tell your friends, and we'll 
print theirs too. 


I'm a little bit out of the 
loop as far as E3 goes. 
When is the next one? Also, 
will there be one during next 
summer (June-July)? Thanks 
for any info. 
Deborah Taylor 


Like Christmas, Valentine’s 
Day, and your birthday, E3 
comes but once a year, and 
the next one won’t come 
around until May 17-19, 2001. 
However, the good news is 
it’s still in Los Angeles. If 
you’re looking for something 
that maybe happens a little 
sooner — and you can get 
to Makuhari Messe, Japan — 
there’s the Tokyo Game 
Show, running Sept. 22-24, 
2000. Other trade shows are 
in the works for Hong Kong 
and mainland China as well, 
although no dates or sites 
have been set yet. 


| heard that Sega is 
=p coming out with an 
additional component for the 
Dreamcast that will play DVDs. 
Is this true? If so, When would 


it most likely be out? 
Ricardo M 


A DVD add-on for Dreamcast 
is an idea that’s been kicking 
around for a while, and a 
mock-up was shown at E3, 
but the idea seemed to be 
stillborn. For one thing, the 
unit wasn’t a DVD-ROM for 
Dreamcast; it was just a DVD 


player. In other words, you 
could probably pick up a 
low-end stand-alone DVD 
player for roughly the same 
price. It doesn’t really fit into 
Sega’s marketing plan 
anywhere either (supporting 
an expensive peripheral that 
no one buys is a mistake 
Sega has already made 
several times, remember). 
So no, it’s not true. 


The poster in NG 04/00 
with all the old systems 
was incredible. | had never 
heard of half of the ‘70s sys- 
tems, and I'd even forgotten 
about some ‘90s systems like 
Phillips Cd-i and Goldstar 
3DO. But what I’m writing 
about is the article in which 
you mentioned that an 
unopened Odyssey can cost 
$1000, and | was wondering if 
you knew any stores or Web 
sites that actually sold old 
systems and their games? I'd 
love an Odyssey | and 2; Atari 
2600, 5200, and 7800; 
Colecovision; etc. | beg you, 
please let me know. You think 
| won’t pay $100 for an 
unopened 2600 Pac-Man, 
even though | can get it for 50 
cents? Yes | would, because | 
love games! 
William Moulterie 
Jamaica, NY 


There are a few stores in the 
U.S, that sell unopened 
classic game merchandise, as 
well as opened merchandise 
that still has its original box. 
At the Classic Games Expo in 
fact (see News, page 6), 
there were plenty of boxed 
systems for sale, though 
unfortunately, no Odysseys 
that we saw. While we’ve 
never personally used these 
sites and stock is always 
changing, you might try 
www.atari2600.com, 
www.unitedgame.com, 
www.vglg.com, and 
www.myatari.com to start off 
with. You might also try the 
occasional scan of eBay, but 
expect to pay a king’s ran- 
som for anything that’s in 
demand. However, before 
you bid, make sure you look 
up what’s rare and what’s 
common, so you don’t end 
up paying big bucks for a 
game like 2600 Pac-Man that 
most collectors will give you 
for free. Happy Hunting! 


In your (ironically) 

unusually wide NG 
09/00 you reviewed the 
positive and negative points of 
the GeForce2 GTS and the 
Voodoo 5 5500. One negative 
point of the Voodoo 5 that 
you left out: This card is huge! 
We're talking about one 
cellulite-packed spinster of a 
board here. In order to get it 
into my AGP slot | had to 
remove the carriage for my 
hard drive and floppy drive, 
which are now dangling out- 
side my computer to make 
room inside for the massive 
Voodoo card. | bought the 
Voodoo because | didn’t have 
the 2x AGP slot that the 
GeForce2 requires, but | didn’t 
know that | wouldn’t readily 
have the space for it in my 
ATX midtower case! 

The boys at 3dfx had 
better start hiring sweatshop 
children with smaller fingers 
so their next board isn’t as 
grossly disproportionate to 
the rest of my computer! 

Anubis2@aol.com 


Actually, the Voodoo 5 
board’s unusually large size 
ought to have been readily 
apparent from the pictures 
we ran, but as for why it 
wasn’t mentioned specifically 
as a negative, it’s simply 
because with the majority of 
motherboards and cases the 
size isn’t really an issue. 
Sorry to hear about your 
specific troubles, but you’re 
running into a problem that 
most people don’t have. And 
believe it or not, there are 
some AGP boards (the 
Quantum 3D dual-Voodoo2 
SLI comes to mind) that are 
even bigger. Voodoo boards 
have traditionally been huge, 
simply because they generate 
so much heat, and it helps to 
put the processors as far 
apart as possible. One could 
argue this is a design flaw, we 
suppose, but it has little to 
do with the size of the chil- 
dren anyone’s using in their 
sweatshops. 


While reading the 

latest issue of Next 
Gen | came across the games 
in development for 
Dreamcast, saw the picture of 
Atari 2600 Basketball you ran 
for NBA Hoopz, and laughed 
my fool head off! | thought 


WE’VE GOT A 

BRIDGE IN BROOKLYN 
WE CAN LET YOU 
HAVE CHEAP TOO 


Hey guys, please settle 
something OK? (I've got ten 
bucks riding on this). The 
Next Gen covers that are 
shown in the Retroview 


section every month are 
bogus, right? My friend says 
that they’re real. | say there 


/\VIDEOGAMING FOR ME GENERATION) 


@ Oh sure, Next Gen was 
around in November of 1978 — 
that was Jeff's first year as 
Reviews Editor, you might recall 


the little note saying ”Artist’s 
Conception” was a stroke of 
genius. Just wanted to say 
thanks for the good laugh! 
Tom Zjaba 


Well, when it was clear that 
Midway was not going to be 
able to get us an actual 
screen shot in time, we had 
to either put a big 
“Screenshot Unavailable” 
note in its spot or else just 
improvise. Considering we 
were a little punchy by the 
end (you have no idea how 
mind-numbing writing 200+ 
capsule previews and 
reviews, followed by laying 
the whole thing out at 4 a.m. 
can really be), we think you 
can predict the end result. 
We got a good laugh out of it 
ourselves, so we were pretty 
sure everyone else would — 
seems we were right. 

Good to know we were 
right about something, 
because... 


was no Next Gen mag 
back in the 80’s. 

Also, hey, great mag. | 
have to say that you guys 
are doing a bang up job. 
Carry on. 

Staff Sergeant Browning 
Ft. Leonard Wood, MO 


Collect your $10 with 
pride, oh Staff Sergeant 
Browning — the 
Retroview covers are 
indeed bogus. Next Gen 
has only been around 
since January 1995, but we 
do enjoy poking fun at the 
industry (and ourselves) 
by imagining what our 
covers might have looked 
like had we been around 
since the dawn of 
videogames. 

So now you’ve gotten 
the answer you wanted — 
where’s our cut? 


There was a mistake in 

NG 9/00 on page 80 
with the screen shot that’s 
supposedly of Sega GT: don’t 
care what it says, but that’s a 
picture of Gran Turismo. This 
needs to be dealt with. 

BabyBlueJavi@aol.com 


In NG 09/00 on page 79, you 
had Namco as both the pub- 
lisher and developer of 
Resident Evil: Code Veronica. | 
believe Capcom was the one 
that developed and published 
that game. 
Steelerfan24@aol.com 


We wish we could blame 
sunspots, or alien abduction, 
or wicked gremlins, or 
anything else for these 
errors, but the simple fact is, 
we messed up. We apologize 
to Capcom, Sega, and every 
loyal reader. Rest assured 
we’ve taken ourselves 
outside to be shot. 


Next Generation Letters 
150 North Hill Dr., Brisbane, CA 94005. 


Email us: ngonline@imaginemedia.com 
Note: email is vastly, vastly preferred 
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America met the ESRB, and the next generation arrived 


In early 1994, politicians had 

declared open season on 
violent games, demanding that a 
ratings system be instituted. The 
eventual solution was the 
Entertainment Software Ratings 
Board (ESRB), a panel that 
labeled every game with one of 


@ The cross-platform success of 
Mortal Kombat Il was staggering, 
but Donkey Kong Country sur- 
Passed even this, and it was a SNES 
exclusive 


_What we were playing 


After all, you couldn’t watch the OJ]. trial all the time 


1 MUTANT LEAGUE HOCKEY 


™@ System: Genesis, 
@ Publisher: Electronic Arts 


five possible content-based 
ratings: EC (Early Childhood), K-A 
(Kids to Adults), T (Teenage), M 
(Mature), and AO (Adults Only). 
But as far as the game-buying 
public was concerned, the ratings 
might as well have been Larry, 
Curly, and Moe. In September, 
Mortal Kombat Il would become 
the most succéssful home 
videogame release of its time — 
at least until three months later 


when it would/be usurped by the 


SNES-only Donkey Kong Country. 

The biggest story of the year, 
however, was the introduction of 
the next generation of consoles. 
First came the Atari Jaguar, which 
sold briskly initially, but was 


@ DOOM Ii 


@ System: PC, Mac 
@ Publisher: id 


hampered by slow manufac- 
turing lines, dreadful games, 
and a controller the approx- 
imate size and heft of an 
antique typewriter. Sega’s 
Saturn debuted in Japan on 
Nov. 22, followed a mere 
eight days later by the Sony 
PlayStation. Nintendo subse- 
quently announced two 
units for 1995 release: the ill- 
fated Virtual Boy and the 
Ultra 64, eventually renamed 
the Nintendo 64. The result- 
ing console war would move 
stateside in 1995, prompting 
the January launch of a cer- 
tain beloved cross-platform 
boutique magazine. 
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and in the real world 


movies of 1994 


Forest Gump ................4 $329,691 ,196 
iia Eien King) 5 3055830c acc $312,900,000 
WS EGGS ccs eee nergien cased $146,261 ,000 
The Santa Clause ............. $144,833,357 
The Flintstones ............... $130,512,915 
Dumb & Dumber .............. $125,463,981 


Clear and Present Danger .... : $121,985,472 


cn, ee rae ees $121,248,145 
The Mask ...................: $119,920,129 
Pulp Fiction .................. $107,900,000 
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@ Nelson Mandela is elected political leader of South 
Africa, just four years after his release from 27 years 
of incarceration as a political prisoner. 


l Goody-two-skates Nancy Kerrigan is bludgeoned in 
the leg by a pipe-wielding attacker at a practice facili- 
ty in Detroit. She recovers in time to win a figure 
skating silver medal at the Winter Olympics in 
Lillehammer. An investigation soon incriminates fel- 
low skater Tonya Harding and leads to the greatest 
crime of all — the release on videotape of Tonya’s 
wedding night consummation activities. 


@ Former U.S. President and self-proclaimed non- 
crook Richard Nixon dies after a severe stroke. He is 
the first ex-president to die since Lyndon Johnson in 
1973. 


@ Strangely tortured grunge pioneer Kurt Cobain, 
front man of the band Nirvana, commits suicide, 
leaving behind wife Courtney Love and a baby 
daughter. Numerous tasteless jokes about the smell 
of teen spirit ensue. 


@ On June 17, television viewers across the country 
are treated to the image of a white Ford Bronco 
leading police on may have been the slowest high- 
speed chase ever, with spectators cheering the 
Bronco on from the roadside. The driver is football 
legend O,J. Simpson, who would eventually be arrest- 
ed and charged with the murder of his wife Nicole 
and her “friend” Ronald Goldman. As embarrassing 
and unusual as this situation is, it pales in compari- 
son with the three-ring circus the trial becomes. 
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BackwardsCompatible 


You know, a game this bad should never have the word special” in the title. It’s too easy a joke. - Page II7, Don’t let the title 
change fool you. That fuzzy little bear is still in some serious trouble. - Page 34. 2.2 trillion polygons? This, dear friends, is 
what we're talking about when we say next-generation technology. - Page 46. How to make a game producer uncomfortable 
101; "I’ve just got to ask ... is this intentionally homoerotic?” - Page 102. This line was going to be a clever play on this 
game's title and some obscure song lyrics, but Tom claims that our readers don't listen to Kansas. - Page 42. Dear Gene, You’ve 
already married Shannon Tweed, and you’re a rock star. Maybe you should leave the games alone. - Page 125. We 
wanted to get a shot of Anthony Perkins bursting in with a knife, but they keep insisting he’s not in the game. - Page 97. So realistic, 
you can feel the flesh peeling off your kneecaps. - Page 53. The wind up, the pitch ... and it’s a balk. - Page II0. Little known 
fact: the original name of this game was ”Cool Breeze Bob”. No joke. - Page 120. Wow. Castle Greyskull grew hands. - Page 
54. Our favorite marine mammal since Darwin, from SeaQuest DSV. Oh, wait, we hated Darwin. - Page 107. Finally, we 
get to see what goes on inside the secret ninja locker room. - Page |I5. That’s a horse? Yeali; right. And an M4AI Sherman is 
a Miata. - Page 31. A racing game that actually goes too fast? Now that’s the kind of problem you want to have. - Page 37 So what 
if this game is based upon a book. So were lots of other games: Tetris, Pong, Asteroids, Street Fighter Il: Turbo 
Hyper Fighting ... - Page 116. There's surely some deep symbolism behind this painting, but we still wouldn’t want to look at it 
every day. - Page 91. We sent a team to Las Vegas, but they mostly just played tons of old video games. Hardcore, or 
kings of geekdom? One guess. - Page 6. Everything you always wanted to know about broadband but didn’t bother asking. - 
Page 78. Supposedly, they originally hired Patrick Swayze to be the model for the main character, but he kept trying to 
Page 70. 


teach everyone to dance. - 


obec ANLSL PS2 Arrives 


NextGen 11/00 on sale October 17, 2000 
Smart readers have already subscribed. To find out how you can save money and guarantee your 
copy, turn to the subscription card insert 
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